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MAILING LIST, INVOICING, STOCK CONTROL, SALES LEDGER, 
BOUGHT LEDGER, DIARY, EXPENSES, CHEQUE BOOK! 

Now there is one program which can handle all these things 

L MAGPIE 

The most powerful Database System for ANY Home Micro! 

WORDCRAFT 40 gives you all the powerful Word Processing facilities of an office 
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Profile: Gail Wellington 


She runs Commodore’s Software Department in Slough, so she 
decides what products Commodore will be trying to sell you. 
What’s she like? And what really happens there? 


More Complex Sound on the Vic 

Easy to use, very effective - two programs by Jonathon 

Reynolds that show you just how much the Vic can do in 
producing music. A real ear-opener! 


An Epson on the Vic 


By popular request, Chris Durham shows how the best-selling 
Epson FX80 can produce all the Vic’s characters - 



The Bridge to Forth 


Start of a new regular series on one of the alternatives to Basic 

There are lots of Forth implementations for the Vic; Richard 
Hunt will be reviewing them all. 


Cheap business computing _ 

Is it really feasible to run your business on a £200 computer 

when the world is trying to sell you systems starting at ten 
times the price? Tony Harrington starts a series. 


Vizawrite under the microscope 

Chris Durham’s mammoth series of word processing reviews 

reaches Vizawrite. It’s British, it’s very mature, and it looks 
good... 



Instant programming? Codewriter 
reviewed _ 

‘Program generators’ are supposed to help you produce good 
programs for quite complex jobs without demanding a degree in programming 
first. Dynatech’s Codewriter is one of the first available on the 64; Neville Ash 
put it through its paces. 


Sprite Awayi A 64 sprite editor 

Beat the complication of sprite handling on the 64 with this tidy 
and effective Sprite Editor from David Elliott. Numerous 
functions including multicolour sprites, expansion, inversion... 


Blopper — a calming experience 




Todd's Lore: the Complete 
Character Tables 


Mike Todd’s complete reference guide for POKE and CHR$ 
values in graphics and text modes for.Vic and 64. 


Profile: Stack Computer Services 

Start of a new series on suppliers. How do they view the world? 
And in particular, how do they view their customers? Bohdan 
Buciak went North to find out. 






Assembler for Beginners — part 5 

David Pinless’s Complete Guide to the 6502 Assembly 

Language on the Vic and 64 reaches a exposition of the 
commands you’ve learnt so far. 


Instant attachment — Interpod 
reviewed 


One small box lets you run practically any printer, modem or 
Pet device from a Vic or 64. We checked out Interpod’s claims. 
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Too much 
SX makes 


you bjind? 

The new Commodore SX-64, you’ll : 
all know by now, is the portable j 
and ‘executive’ version of the ; 
homely 64. And (at last) it’s on sale : 
here. : 

It wasn’t due to make an official : 
appearance in this country until the '• 
Which Computer Show in mid-Jan- : 
uary. But “due to enormous de- I 
mand” Commodore flew in about 
1,500 machines before Christmas 
which almost satisfied the 1,800 
pre-Christmas orders from deal¬ 
ers. 

Now deliveries are winging their 
way in more regularly, about once 
a month, and the number of dealers 
stocking the SX-64 is due to in¬ 
crease after the official launch at 
the Show. 

Commodore professes itself to 
be “very excited” about the new 
machine and the alleged en¬ 
thusiasm with which it’s being re¬ 


ceived bears that out. Still, the £895 :• 
price-tag might waterlog that en- 
thusiasm a little. So what do you get 
for the money? ;i 

Primarily, you get a smart ‘exec- > 
utive’ grey box 14x14x5 ins. The lid 
comes off to reveal a detachable ;! 
cable-connected keyboard, re- 
styled from the original - it’s still 
got the same keys, but they look > 
and feel a bit better. Inside the box > 
there’s a diminutive 5 in colour ;* *. 
screen and a single 1541-style : 
floppy disk drive. 

There’s a cavernous space : 
above that for a second drive unit • 
or for storing things - like your ex- ; 
ecutive butties? 

I Commodore reportedly had a lot : 

; of problems with the twin-disk j 
: machine that was supposed to be : 
| available as an alternative to this 
: unit. No word on when (or if) that 
| will appear. The original an- 
I nouncement of a lower-cost 
• monochrome-only version seems 
: to have been quietly forgotten 
I about. 

;! Mathematicians will notice that 
:• the same component parts for the 
*•; original 64 with a monitor and a 
disk drive work out somewhat 
*• cheaper; perhaps because the SX- 


64 can’t be mass-produced in quite 
the same way. Building a computer 
robust enough to be portable also 
ups the manufacturing cost. 

So what kind of person will be 
carrying this machine around? 
Commodore, true to its highest 
traditions, is backing all the run- 
j ners. “It will appeal to both 
: businessmen and the home user 
: alike,” enthuses its dealer blurb. 

; The home user? But the SX-64 has 
■ no cassette interface. Oops! 

At £895 the SX is pretty cheap 
; among portables, especially with a 
: real disk drive, a real keyboard 
:• and a colour screen. On the other 
*•: hand, its attraction for ‘serious’ or 
:■ ‘business’ users might be di- 
minished by the lack of a second 
; disk drive; the disks are relatively 
! slow in operation too, and the 
•: screen is rather small for pro- 
; longed use. Anyway, time will tell 

ffl 

; Africa Hurrah: Are there any 
! Commodore-orientated clubs or 
| user groups in South Africa? 

I Subscriber Leon Fourie of New 

• Germany is looking for you... 


Rent-a- 

game 


You’ve bought a Vic 20, you’re 
eager to buy a lot of games, but 
you don’t know which are good/ 
bad or fun/boring. You’d like to 
try them out properly before you 
crack open your wallet. 

So being able to rent software 
might sound like a logical idea. 
Darren Bird certainly thinks it’s a 
good idea, probably because he 
thought of it. He now helps man¬ 
age something called the Vic 20 
Users Software Library which he 
set up last February with help 
from his family (he’s just 18 and 
doing a business course at col¬ 
lege). 

Now, the Library is renting out a 
range of cassettes and cartridges 
for the Vic on a fortnightly basis, 
charging £1.40 for a tape and £2 
for a cartridge - that includes 
postage and packing. Member¬ 
ship itself costs £10 for two years, 
so Darren must be confident his 
business will have some staying 
power. 

“The membership is around 100 
now and expanding at the rate of 
about five per week. It was very 
slow at the beginning but I’m quite 
pleased with the way things are 
picking up.” 

Darren’s stocking about 85 titles 
at present - with five copies of 
each, it’s a large capital invest¬ 
ment for a teenager. He says most 
of the software is games but he’s 
taking note of a survey he sent to 
members which highlighted a de¬ 
mand for more business, educa¬ 
tional and utilities software. 

An obvious verbal brick soft¬ 
ware houses might throw at the 
Software Library is the charge of 
copying. “Yes, but I didn’t even 
think of that aspect when we set 
up the Library. At that time, there 
was a lot of software available on 
mail-order and our idea was to let 
people check it out before buy- 
: ing.” 

Still, the Library won’t stock 

■ software without the manufac- 
: turer’s permission. In practice, this 
| means that its stock is somewhat 
; limited. “We’re stocking Romik, 

■ Llamasoft, Impact, Shadow and 
; Wessexsoft products; they all 
! gave us written permission. We 

• stock Commodore software too. 

; There’s nothing official there but 

• they don’t seem to mind.” Notable 
refusals came from the likes of 

; Bug-Byte, Quicksilva and Imagine. 

‘ Will the Software Library be 
; carrying products for the Commo- 
: dore 64? “Not yet, we’re confined 
‘ to the Vic at present because we 
; want to build up both our member- 
: ship and range.” Darren’s proba- 

• bly got some exams coming up 
: too. 

> The Library can be contacted rj 

> on 0332 83147. H 
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Lost in 

__ France _J 

Have you seen recent computer- 
press adverts for the new Cyborg • 
disk drive? You know, the one that : 
supposedly connects to the Vic 
and Commodore 64? And sup- • 
posedly gives 720K capacity on a 
single disk for a bargain-base- 
ment £200? Were you filled with • 
joy that there’s now an alternative ; 
to Commodore’s own sluggish of- 
fering? And have you sent a • 
cheque to Cyborg? ; 

We hope not. A phone call to ! 
Cyborg in Paris confirmed to us >’ 
theat no disk drives for any > 
machines have yet been deliv- : 
ered. In particular, the Commo- • 
dore versions aren’t even ready • 
yet: and according to a Cyborg ! 


• minion they won’t be, until the end 
j; of March - at the very earliest. 
•: Jean Garutti, Cyborg’s boss, was 
; not available for comment. 

: But what of the many cheques 

• that have already winged their 
; eager way to Cyborg? That same 
.* minion told us that people who’ve 

ordered the disk drive will be in- 
formed of the delays. That seems 
; remarkably dilatory to us, espe- 

• daily since the company’s been 
; advertising the product for quite 

some time already. 

• The company does at least 
; seem to be producing something. 
•; International Technology Limited 

• in Kent supplied Cyborg with a 

.* consignment of disk drives early 
: last year. But ITL’s boss, John Mel- 
; ville, told us he didn’t want to be 
; connected with the company; and 
•; he said he hasn’t received any re- 
! peat orders. SI 


Diminutive drives 


As it happens ITL is manufacturing v$; 
its own disk drive, the Byte Drive Xvi 
500, which uses a smaller 3in vX« 
floppy disk. It’s primarily being 
implemented for the Oric and 
Spectrum, and should retail at 
around £193 - the power supply, 
though, comes as a separate box 
and will cost an extra £30. 

Despite its diminutive size, the 
3in disk is doubles-sided and is 
claimed to have a 100KB capacity 
per side. So far, only a single-den- 


sity version has been developed; 
but there are plans for a double¬ 
density model, which should mean 
200KB per disk. 

Before you dash out to the 
shops, the Byte Drive 500 won’t be 
available for either the Vic or 
Commodore 64 for some time to 
come. “We’ve not fixed a definite 
date for Commodore machines,” 
confides Melville. “The main prob¬ 
lem lies in writing the software.” A 
refreshing piece of honesty? m 


EVERY 

ft commodore 

d* 

DESERVES 

A 

DATABASE 

No matter what your business or interest, with 
Superbase 64 you have a totally flexible 
‘record ’ system, as big as you want it, as fast as 
you need it. 

Create your own formats, enter your records, 
change layouts and data fields. 

Superbase 64givesyou unrivalled control in 
home or office, business or professional 
practice, with an extensive range of features. 

134 

The complete information control system for the 
Commodore64. By the authors of “Easyscript”, 
the Commodore No. 1 word processing 
system. 


Precision Software Limited 

1 I 6, Park Terrace 

Worcester Park, Surrey KT4 7JZ 
Precision Telephone: 01-330 7166 
Software Telex: 8955021. PRECIS G 
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Pick your own 64 
_commands_j 

Now here’s a fascinating idea: produce a long list of all the commands :• 
you’d like to see on the 64 in addition to those Commodore has given 
you, specify as many of them as will fit into 7,100 bytes, and send off •: 
a cheque for £34.95 to receive by return a cartridge containing them. :• 

Sounds good? Well, that’s more or less what Whitby Computers ;*. 
has done under the name Softchip-64. Whitby has quite successfully j: 
been selling similar EPROMs for the Pet over the last two years now, :• 
so it made sense to extend the coverage to ameliorate the “rather pal- ;j 
try” Basic on the 64; the opinion of the 64’s Basic comes from David ■: 
Tindale of Whitby rather than our own good selves, but looking at > 
his list of pick-your-own mix ’n’ match commands we’re inclined to > 
agree. :j 

Basically you ask for his order form with its list of 106 available ad- 
ditional commands - and Whitby is working on more! Against each 
command is a note of how many bytes it will take up on the ROM car¬ 
tridge. That varies from 20 for the IRQ command (restores normal use 
of interrupts after other Softchip commands have zapped them) and 
30 for a CURSOR command that lets you put the cursor on specified 
x/y co-ordinates ... up to 1,010 for a line renumberer and 1,500 for a 
full multicolour sprite editor. Most commands seem to fall in the 
range 150 to 500 bytes, though. 

Softchip allows you 7,100 bytes’ worth of commands on the car¬ 
tridge. So you tot up the number of bytes your chosen commands 
take, add or subtract commands to get near the 7,100, and send the 
list off to Whitby with your cheque. Neat, huh? 

We counted 106 possible commands on the current list, and more 
are on the way... which is just as well, since the present list is notably 
deficient in a couple of areas - like sound and graphics. But Whitby 
Computers says they’re coming, along with some other clever 
goodies like ready-to-go sound effects and auto-start for your pro¬ 
grams. What’s more, there’s an element of future-proofing in the deal 
Whitbv offers; once you’ve bought your 7,100-byte cartridge you can 
have extra commands on tape or disk at the rate of just £ 1 per 400 
bytes - minimum order 2,000 bytes’ worth, though, up to a maximum 
of 16,000. 

And what commands are on offer? Well, there are three major 
groups. One is a collection of programmer’s aids that seem to cover 
nearly all the usual facilities - automatic line numbering and renum¬ 
bering, find and replace, help, trace, merge ... The only obvious 
omission is a STEP command. Relatively unusual plus points however 
are SHRINK (removes all unnecessary spaces and REMs); RESCUE 
(an UNNEW command); and the helpful LINE and V4.R - which tell 
you respectively how many lines you’ve got and what variable names 
you’ve used. 

This collection is actually available as a ready-packaged Softchip 
under the name Programmer’s Friend (makes a change from Fisher¬ 
men). That cartridge also includes a Pet-style machine-code monitor: 
and a USER command toldefine a new command of your very own 
that’s callable from Basic. You have to write your own machine-code 
for it, of course. 

This cartridge also has the second group of Softchip commands, 
a bunch of disk handling and housekeeping facilities. Some of these, 
like DCLOSE and SCRATCH, just simplify existing command se¬ 
quences. Others are brand new - things like RECORD for reposition¬ 
ing the pointer in a relative file: CONCAT to concatenate two sequen¬ 
tial files: and COLLECT to free wasted space on the disk. 

All good stuff. So is the third group of commands, an impressive 
series of business-orientated functions that should actually help most 
people write better programs. Four additional commands, for in¬ 
stance, should largely do away with GOTOs and so enable you to 
write structured programs (Conditional IF, Else IF, Else, Conditional 
END). 


Also here are “foolproof’ INPUT routines with validation for date 
checking (even picks up leap years!), numbers, and general text 
entry. There’s a kind of ON ERROR GOTO, a couple of ‘window’ facili¬ 
ties (load and save one screensworth of information at a time), an ON 
key GOTO/GOSUB, instant screen copy, PUSH and POP for stack 
manipulations, multiple-line DEF Fn constructions... manna! 

Really fancy extras here include SWAP, which loads in a totally dif¬ 
ferent program but retains your present variables; PCTRL to attack 
different printers; and SORT, which automatically sorts a one-dimen¬ 
sional array using the fast and efficient Metzner variation of the so- 
called ‘shell’ sort algorithm. 

A second ready-to-go. prepackaging gives you a Business Com¬ 
mands cartridge including those along with the disk handlers. 

And there’s more. As well as the sprite editor, Softchip have com¬ 
mands to load, save and use sprites. There are several commands 
for mathematical functions, many of which are similar to those you’d 
expect to find in a spreadsheet package. And there are numerous 
handy oddities, like a built-in interface control facility for a Qume let¬ 
ter-quality printer. 

All in all it’s a fascinating pick-your-own mix-’n’-match approach 
- choose what commands you want and they’ll parcel them up into 
a cartridge for you. We have the Business Commands and Program¬ 
mer’s Friend cartridges for review and will report ASAP. Meanwhile, 
Whitby Computers is on 0947 604966. [#] 


Golden 
_Tools_ \ 

SM hasn’t made big waves in the 
UK yet. But it’s trying to, with a 
series of software packages for •; 
the Commodore 64. 

SM Software is the UK sub- > 
sidiary of a West German software • 
house of the same name which, : 
according to one of its UK direc- *. 
tors, Ken Godden, is “the leading • 
European supplier of Commodore : 

; software”. It also developed the j 
: Commodore 8096’s operating sys- • 
tern, so it might well know what it’s : 

: talking about... • 

The 64 line is called the Golden 
; Tools series, an adaptation of simi- 
: lar packages SM produced four 
; years ago for Commodore 8096 
: machines. The five packages are 
now being tested for the UK mar- 
ket; they’ve already been trans- 
lated from the original German 
and should be available soon, 
j: Three of. the five are program- : 

:j ming aids. There’s Kit-64, a de- j 
j: bugging program resident in ; 
*: ROM, which gives a number of de- : 
:• bugging and test commands: • 
•: looks very useful. MAE-64 is a 
macro assembler for program- 
ming in machine code - allows 
: you to construct a machine-code 
I routine, give it a name and build it 
into your code (having done that, 

% you can list the named routines 
:• again). 

The third package, ISM-64, 

\ seems very good indeed on 
:• specification. It is an index seque- 
•: nial file manager which comprises 
a set of commands for file-han- 
> dling routines in Basic - and that 


sounds like being pretty useful, 

since Basic doesn’t include obvi¬ 
ous commands for setting up and 
maintaining files. 

All three packages will retail at 
between £40 and £50 apiece on 
floppy disks. 

More interesting for the busi¬ 
ness-orientated user wanting load- 
and-go software is Text-64, a 
word processing package. Also 
on floppy disk, it will retail for a 
very competitive £60. Text-64 ap¬ 
parently makes use of the 64’s 
function keys, scrolls up to 120 
columns horizontally and uses the 
machine’s colour facility. We can’t 
say more until we get our review 
copy... 

The package is complemented 
by Cuda-64, an address database 
with which it can fully integrate - 
“they work together so you can do 
mail-merge,” says Godden. Cuda- 
64 is being priced at £50. 

“We see the 64 as a very ade¬ 
quate small business system,” 
he enthuses. Certainly, SM’s 
prices alone should attract inter¬ 
est, especially since rumours 
abound that Commodore has re¬ 
couped its investment costs on 
the 64 and is likely to make more 
drastic price cuts. rg 


Monitoring: At long last 
Commodore’s Min colour monitor 
seems to be available. You get 
much better screen definition 
than on an ordinary TV and at an 
RRP of £230 including VAT they 
don’t look to be bad value. Still , 
you might have expected a 
model that could be switched 
between TV and monitor modes 
at that price ... 
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Not just a game... an Experience! 

IT HAS IT ALL!...EXCITEMENT... 
HUMOUR... STRATEGY 

Jumpin’ Jack leaps into a totally 
new look for the 64 created by 
Three Dimensional Graphics 
giving Full Perspective to the 
game... PLUS... hosts of features 
never seen before! 

Submerging Turtles — Snakes — 
Crocodiles — Otters — Lady Frog 
— Dragonfly!!! 

It’s Fun *+* 

IT’S FROGRIFFIC ☆☆☆ 
Program 
NO.LW02 £8.95 


GRIDTRAP 64 

We promise you won’t be able to 
turn it off! It’s a real skill tester and 
loads of fun to play! 

Play with the Keyboard or Joystick. 
Choose your own operating keys 
with our User Definable System. 

Compete with an opponent by 
selecting Two Player Mode... 

Great graphics, super sound 
effects in the Livewire tradition 
including a selectable Melody Mode 
where the tune is available at the 
touch of a key and Melody On is 
indicated by a quaver graphic. 

Program No. LW04 £8.95 

JUMPIN JACK 64 


TRIAD 64 

NEVER BEFORE HAS A 
COMPUTER GAME LOOKED 
SO EXCITING... 

...FELT AND PLAYED SO 
EXCITING... 

Watch astonished as the Triad 
hurl themselves towards your 
craft in a remorseless battle 
against your intrusion. 

Feel the heat blast of their anti¬ 
matter fields. 

Your pulse laser will have to 
turn white hot before this 
encounter is over... 

Featuring:- 
Anew DIMENSION... 

Into the realm of TOTAL 
PERSPECTIVE GRAPHICS... 

Program No. LW03 £8.95 

Clip the coupon below and return to Sumlock Microware Dept CU-S12 
198 Deansgate, Manchester M3 3NE. SSSl rnps^m ££££? 

or Telephone: 061 -834 4233 Stress qj 


Please send me the following Software 


I enclose Cheque/P.O. for £ . 

To: Name __ 

Address__ 


. inc. P + P U.K. only. | 


Post Code 


AJso avaJaWeJm_m_good computer dealers and bookshops nationwide. 


SUPERB SOFTWARE FOR THE VIC 20 


SP.04 GRIDTRAP 

Defuse the bombs, 
watch out for the 
mines and wandering 
boot. Joystick or 
Keyboard - _ __ 

M/code £7.95 


SP.01 SKRAMBLE 

Destroy the enemy 
installations and 
missiles in their under¬ 
ground silo. Joystick 
or key boards- 

M/code £7.95 


SP.02 JUMPIN JACK SP.03 TRIAD Defend 
Cross a busy road and your base against the 
treacherous river toget suicidle fleets of alien 
Jack home. Joystick or hoverships. Joysticks 
keyboard. Multi-colour or keyboard. 

Hi-ResGr. __ n _ M/code. __ 

M/code £7.95 £7.95 


SCQEE 


SP.13 STARSHIP 
ESCAPE A compelling 
and exciting real time 
graphicspaceadven- 
ture game. Joystick or 
keyboard __ 

M/code. £9.95 


SP.16 MULTITRON 

The biggest alien 
encounter of all time. 
Wave after wave of 
invasion action. 
Joystick or keyboard 

M/code £7.95 


SP.06 ASTRO 
FIGHTERS 

A space duel played by 
two players at once. 
Requires Joystick. 
M/code. £6.95 


SP.07 CHOPPER Attack 
and destroy the enemy 
base but watch out for 
guided missiles. 
Joystick or keyboard. 
M/code. 

£6.95 


Trade 


m/cnowARE 

enquiries welcome. Trade distribution nationwide ring 061-834 4233 for details. 




























































The problem with buying a home computer, as 
you may already have discovered, is there's often very 
little software to go with it. Or all that is available is 
games, games and more games. 

There's no such problem, however, with the 
Commodore 64. It has a more extensive range of 
serious software than any other home computer. 

It also has an unusually large (in fact elephantine) 
64K memory, as well as every peripheral you're ever 
likely to need. 

Put simply, this means the computer has the 
capacity to run more interesting, entertaining and 
complex programs. 

You can teach yourself just about any subject 


you care to mention, even computer programming. 

And for the office there are programs like word 
processing, financial planning, information storage 
and stock control. 

Fi nall y, when you're mentally exhausted, you 
can even entertain yourself - yes, with games. 

When all's said and done, however, we do have 
to admit that in one respect the Commodore 64 isn't 
up with the competition. It costs around £229, much 
less than any compar¬ 
able machine. 

And that's a fact 
we hope you'll never 
ever forget. 
















When you have an 
enormous memory there's no end 
to the things you can do. 



Please send me further information on: the 64 computer □ 64 software □ 
disk driven cassette unit □ printers □ monitor □ 

Name (Mr. Mrs. Miss) 


6SC0U0284 


Address 


Send to: The Commodore Information Centre, 675 Ajax Avenue, Slough, 
Berkshire SL14BG. Or telephone (0753) 79292. 


ft commodore 
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The best 
accessor' 
your mic 


The Rotronics Portable Case 


Here is the ideal portable work station 
for home, school or work. Specially 
made for most home microcomputers, 
it contains your VIC 20 or CBM 64 
within a smart executive style case 
with removable lid for convenience 
in use. 

The individually tailored foam insert 
securely protects your micro and 
cassette recorder (both types) during 


transit. Additional storage space in the 
lid holds manuals and up to twenty 
cassettes. A scalpel is provided to 
modify the insert for expansion units 
and an alternative insert can be 
supplied if you change your hardware 
in the future. The case is also available 
with uncut foam inserts. 

All components remain fully operational 
within the case via inter-connections 


routed between 
foam, so there are no unsightly leads. 


This is the first case designed for easy 
use with each component positioned 
for convenient operation. The overall 
dimensions are 138mm x 700mm x 
363mm. 
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VIXEN RAM Cartridge 

Versatile unit with switchable memory blocks. Allows 
standard 16K BASIC memory expansion, or RAM to 
be relocated for machine code use.Two VIXENs may 
be combined (using the Motherboard) and set so as 
to fully expand the VIC to 32K. £34.45 (p+p 50p) 


VIXEN Motherboard 

Allows up to four cartridges to share the VIC 20 
expansion connector. Switches allow 
two of these ports to be switched 
in or out, or to be relocated in 
memory. The VIXEN also 
incorporates a socket which 
accepts software in PROM 
form: a utility PROM is 
already available (not supplied) 
which adds 18 new and useful 
commands to VIC BASIC. £31.95 (p+p 50p) 



Order Form 

Trade Enquiries Welcome 

Please send me (tick appropriate box) 

□ Rotronics Portable Case at £36.99 (inc. £2.50 p+p) for 
VIC 20/CBM 64/Uncut Foam (please delete as necessary) 

□ Vixen 16K Switchable RAM Cartridge at £34.95 (inc. 50p p+p) 

□ Vixen Switchable Motherboard at £32.45 (inc. 50p p+p) 

All prices inclusive of VAT 

I enclose a cheque/PO for £_made payable to SMT 

Name_—--- 

Add ress-—- 


Please allow 28 days for delivery. Send to (no stamp required) 
FREEPOST Greens Norton Towcester Northants NN12 8BR 










































TOMMY’S TIPS 




Dear Tommy, I have a number 
of questions about the Vic-20 
and I wondered if you’ll be 
able to answer them. One of 
the reasons why I bought a Vic 
in the beginning was its 
expansion possibilities; and yet 
as I expand my system I am 
coming across a number of 
wierd features. 

• When using a 16K RAM 
pack and the Super Expander 
together in a motherboard I 
was suprised to see that the 
bottom 3K of the user RAM is 
used for the hi-res screen 
^rather than the isolated 3K 
below the screen). I read a bit 
about this and I gather that as 
well as this I can’t situate a 
user-defined character set or 
relocate the screen in this area. 
Could you please qualify what 

I have observed? If it is so, is 
there any way round it? And 
why could the screen not have 
been located at decimal 1024 - 
so that when more RAM is 
added there would be none of 
this reconfiguring nonsense? 

• Why is the screen/colour 
RAM held only as four-bit 
nibbles? Would the Vic not be 
more flexible if it were in 
whole bytes, thus providing a 
512K area for data or M/C 
routines? 

• In graphics commands, 
why is the screen formed in a 
1024x1024 matrix when the 
screen is only 160x160 pixels? 
The 1024 format requires 10 
bits to hold it; could you tell me 
how this value is used to 
decide the chosen location? Is 
the J024 format used because 
of possible future expansion? 

• I have an Anadex printer 
with the appropriate RS232 
interface. My question: why is 
handshaking not implemented 
on the Vic? According to the 
reference guide the command 
register is not required; so how !• 
do I get my machine to hold off ;I 
until the printer is ready? 

• A number of my 
peripherals use locations in the I; 
I/O area, notably a speech 
synthesiser and a 64K RAM 
pack with bank switching. With 
the exception of the VIA and 
VIC chips which are well 
documented could I obtain a 


> more detailed memory map of XI 
; the area? 

: • Why is it not possible to X; 
;! GOTO or GOSUB a variable , as •* *:•*: 

in 100 A=200:GOTO A? XI 

■; • My final query relates to a 
;• simple M/C routine I have X 
I; written which ‘saves’ a Basic X 
: program from its usual place XI 

• and ‘loads’ it into a higher X* 

• protected area. It also X; 

: downloads a saved Basic x; 

•: program to its proper place. XI 

This means I can have a X; 

number of Basic programs in 
I the machine at one time - or I 
.* could have if it worked ... but it XI 
: doesn’t. XI 

It saves and downloads a 
■: program all right; and X; 

afterwards I can LIST it too. I :•$: 
; can also run it ... until it 
I reaches a GET, INPUT or $$ 

• READ statement, whereupon 

: the Vic comes up with an I;X 

: UNDEFINED STATEMENT 

• ERROR. Any attempt to regain 

:• the system hangs everything. XI; 

Obviously simple copying of IX 
: Basic bytes is not enough. How X* 
; can I preserve my GET/INPUT/ 
READ statements? And in 
I connection with this, how do I 
get access to the NEW *xj 

command in assembler? X; 

Whew! What an epistle! Well, here IX 
goes. The areas occupied by the X- 
screen and colour RAM areas in IX 
memory are decided by the design IX 
of the 6561, the VIC chip which XX 
gave the Vic-20 its name. In order .’XI; 

• to simplify the design of the chip IX 
(i.e. to cut costs) there are only a XX 
few areas of memory which can be XX 
used for screen and colour RAM. ijijj 
Unfortunately, $400-FFF is not one jXlj 
of them. Short of redesigning the IX 
6561 there is not much you can do XX* 
about it. 

The colour RAM is only in nib- XX 
bles because there are only 16 col- ;IX 
ours available on the Vic. 16 col- XX 
ours can be expressed in four bits, XX 
so only four bits of each byte in the XX 
colour RAM are used. The nibbles -IX 
could have been packed two to a :*.X 
byte to halve the size of the colour £;I; 
RAM area, but that would only save XX; 
256 bytes (not 512): and it would XX: 
make programming and designing XX 
6561s more difficult, because you XX 
would lose the one-to-one relation- XXX 
ship between a character in the ;IX 
video RAM and a nibble in the col- l£J 
our RAM. XX* 

The graphics commands use a XX 
1024x1024 matrix to allow for future XX 
expansion, as you suggest. If X XX 
contains a value in the 1024x1024 XX 
system, the actual location XX 
selected in the 160x160 system is XX 
given by... XX 

•XX 

XI =X* 160/1024 >.X 

Moving on to the RS232 problem, it IX : 


> sounds as if your interface is not re- 
I ally ‘appropriate’. The Vic can im- 

• plement full handshaking so as to 
;• transmit data to the printer only 
:• when the printer is ready. (As the 
I printer is much slower them the Vic 
I this is obviously necessary: other- 
I wise the Vic will send out data 
:■ much too fast for the printer to print 

: i it.) 

I Not all RS232 interfaces have full 

• handshaking, though. You may 
; have a simple ‘three-interface’, 
■; where the three lines are Transmit- 
I ted data, Received data and 
I Ground. This type of interface is 
; only really useful for sending data 
: between two computers, whose 
; speed is higher than the transmis- 
: sion rate (the “Baud rate’) of the 
; RS232 link. Even then it is not much 

use for serious work. 

You can tell if you have a full in- 
| terface by looking at the number of 
; wires connected to the plugs; if it is 
more than three or four you have a 
full interface (there may be two 
; ground leads giving you four wires 
; altogether in a three-line inter- 
: face). 

If you do have the full interface 
and the printer and interface are 
; both working properly, your most 
: likely problem is that the plug to 
; the printer is not wired correctly 
for that printer. There are unfortu¬ 
nately several varieties of the 
RS232 ‘standard’ and different 
printers use different pins on the 
connector to signal ‘not ready 1 . A 
good dealer (or failing that a letter 
to the interface manufacturer) 
should sort you out. 

Apart from the 6561 VIC chip 
and the two 6522 VIAs there really 
isn’t much in the I/O area. The only 
way to obtain technical information 
on your peripherals is to write to 
the manufactuers, although they 
may not be too happy to tell the 
world how their devices work for 
fear of piracy. 

It is not possible to say GOTO A 
because the Basic interpreter was 
not written to allow it. That’s the 
glib answer: the serious response 
is that what you want to do is gener¬ 
ally frowned upon by experts. You 
have a very powerful ON X GOTO 
facility in Basic; and if that will not 
cope with your needs, I’m afraid 
that your program is badly de¬ 
signed or badly written. In fact, 
many of the structured languages 
such as Algol or Pascal try to do 
away with GOTOs altogether on 
the grounds that the GOTO state¬ 
ment encourages bad program¬ 
ming. 

Without more detailed informa¬ 
tion I can’t tell exactly what is going 
wrong with your routine, but there 
is nothing very complicated about 
what you are trying to do. When 
you ‘save’ your program you must 
copy as far as the three consecu¬ 


tive zero bytes which mark the end 
of the program. When you ‘down¬ 
load’ the program back into the 
normal program space, the second 
of these zeros is the end-of-pro- 
gram address to be sorted in loca¬ 
tions $2D and $2E. Having done this 
you have to perform a CLR opera¬ 
tion to set up all the other pointers, 
for which you use JSR $C660. After 
this you should be able to run your 
program without any problems. 
The address of the NEW statement 
is $C644. 


Dear Tommy, I would like to 
make games on the 
Commodore 64 more interesting 
by making the music more 
sophisticated. I have tried all 
the attack, decay, sustain, 
release and waveform values 
which are given in the manual; 
but I have found them incorrect 
- for example, I do not think 
that the values supposedly 
given for the trumpet generate 
a sound even similar to that of 
a trumpet. Can you give me 
more adequate values for the 
following instruments: piano, 
flute, harpsichord, xylophone, 
accordion, trumpet and drums? 

Admittedly the values given in the 
manual aren’t very good. But then 
the people writing the manual are 
not musicians and do not have the 
time (and probably not the ability 
either) to find the best values for 
each instrument. On the other 
hand, the 64 is not a musical instru¬ 
ment; and its ability to mimic real 
instruments is limited - just as the 
horn and violin diapason stops on 
an organ do not sound exactly like 
the instruments they are named 
after. 

As Tommy is renowned for the 
complete lack of musical ear (as 
many a Saturday night at the local 
has proved) I would not presume to 
try to make any suggestions my¬ 
self. How about some musical 
whizz kid writing in with some in¬ 
formation? The flute should not be 
too difficult as it produces an al¬ 
most pure sine wave; but a full 93- 
piece drum might prove a little 
tricky! 


Dear Tommy, I have a tip to 
pass on to other readers, and a 
few queries of my own. First 
the tip: rather than risk 
damage to the video lead and 
TV aerial socket by constantly 
plugging the lead in and then 
unplugging it at the end of 
each operating system, fit an 
aerial splitter/combiner. All .—. 
leads then stay permanently 
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COMMODORE USER 


If you own a Commodore 64 

be sure that you also get a Calc Result 

Calc Result is the worlds most effective spread sheet for the Commodore 64. 


Calc Result at home 

There are many practical uses, for example loans and mortgages, family budgeting, cash flow, stock 
portfolio, income tax analysis, gas and electricity bills, and many more areas. 

In business 

Use it for budgets, calculation, simulation, construction, planning etc. Used by managers, salesmen, 
scientists, doctors, lawyers, dentists, consultants, accountants. . .. 



Three-dimensional 

Sum pages to get a grand total. 


Help functions 

Press a button and you get help on 
the screen. 


Built in graphics 

All figures can be presented graphic¬ 
ally with multi-coloured bars. Bar- 
charts can be presented on the 
screen or on a printer. 




There are two versions of Calc Result 

Choose the one that is most suitable for you. 


Calc Result Easy 


Single page spreadsheet (64 columns X 254 rows), 
built in graphics. Formula protection, flexible printout, 
colour conditional functions and mathematical functions. 
Delivered on plug-in cartridge. Datastorage on cassette 
or disk. 



Calc Result Advanced 

All functions in Calc Result Easy plus 32 pages (Three 7 
dimensional viewing). Page add, window, 
split screen (up to four pages on the 
screen at the same time), and 
help functions. Delivered on 
plug-in cartridge plus disk. 

Requires disk drive. 


Get your Calc Result today! Buy it 
at your nearest computer dealer. 

Commodore 64 is a trademark of Commodore Business Machines. 




Index House, Ascot, 
Berkshire SL5 7EU. 
Tel: 0990 23377. 
Telex: 849426. 
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connected. The effect is of 
having two alternative aerials 
to the TV - one from the 
/ computer and one from the real 
aerial. (If you have a video 
recorder, then the splitter/ 
combiner must be connected 
between the recorder and the 
TV.) The splitter will only cost 
a few pounds and can be 
bought at any TV spares shop. 

(Highly recommended - we use 
one ourselves. And we’ll be 
adding one at a discount price to 
our Deals for Readers catalogue 
soon - Ed.) 

Now my queries: 

• When printing from my 
Simply Write 64 word processor 
to a 1515 printer, the printer 
often hangs up midway through 
text. If the printer itself is 
turned off and then on, printing 
resumes but usually with the 
loss of one line of text. Is this 
the result of the famous timing 
problem, and what can be done 
about it? 

• I have installed Simon’s 
Basic, and I find it an excellent 
product which really does all 
that it promises. But there is 
one problem, again with the 
printer. Having written a 
program, I am quite unable to 
LIST it to the printer if Simon’s 
Basic is still fitted - the printer 
simply puts out a few lines 
containing one graphics 
character, and then stops. The 
effect disappears if I shut off 
the 64, remove the cartridge, 
power on again, reload the 
program, and LIST in the 
normal way. In this mode, all 
Simon’s Basic instructions are 
tokenised and printed as such, 
which makes reading the 
listing rather tiring. Has 
anyone else hit this problem? 

• At work I have a 4032 Pet 
with 4040 disk drive. Any 
program written to the Pet can 
be written to a 4040 disk which 
can be read by my 1541 drive, 
loaded on to the 64 and 
normally run without trouble. 

But I cannot manage to do the 
reverse - save a 64 program on 
the 1541, transfer the disk to 
the 4040 and then load it and 
execute it on the Pet. I imagine 
that the program header 
contains a load address and 
that the program is being 
loaded at the point in Pet RAM 
above the start of normal Basic 
text. How can I get at it? 

r C The word processor should 
not simply hang up when printing 
to the printer. Presumably this 
does not happen when you drive to 
the printer from a Basic program, 
or LIST a program on the prmter? 



*X; If these are alright then the prob- ;>x 
lem probably lies in the Simply XX 
;.XX Write program, in which case your 
XX dealer should change it for you. 

Simple Software, purveyors of vX; 
the WP program, tells us they’ve 
XX had a couple of instances of this: Xv 
;XX; they’re baffled, especially since it yX 
doesn’t seem common - and in at 
XX least one case the bug disap- XX 
XX; peared of its own accord, which XX 
suggests a hardware problem like XX; 
vX; a loose connection. XX 

XXX Simple Software suggested that 
XX anyone with this bug should con- XX 
X ; *;’; tact them direct on 0273 504879. Xy 
X& O The LIST bug in Simon’s Basic XX 
XX; is very irritating. To list a program, 

do not follow the instructions in the XX 
XX manual. Instead type all the print XX 
XX commands on one line, for instance XX 

XIX OPEN 4,4: CMD4: LIST. And to do :•# 
a second listing, you have to XX 
CLOSE 4, turn the printer off and XX 

XX; on again, and type a new OPEN/ .‘XX 
v.X CMD/LIST sequence. ‘.XX 

XX;’. O The Pet Basic program starts at XX; 
XX; $400, the 64 program starts at $800. XX 
So we have a problem. The way 
XXX lound is to move the Basic pointers XX 

XX to $800, although you lose IK of 

!yX memory like this. Before you load XX 
XX your 64 program, type in the fol- XX*: 
>;X; lowing instructions on the Pet: •;•;•;• 

$X POKE 41,8: POKE 2048,0 

jy.X You should then be able to load the XX 
vX; program without any problem. XX 


Dear Tommy, I have mastered XX 
v.X the technique of using POKE 
X*X 36869,254 to send the machine XX 
XX- to byte 6144. Now, recently I XX: 
XX; typed in a game program 
.XX; which needed 3K expansion: as XX 
XX I only had a 16K RAM pack, I X;X 
XX tried to convert it for my use. I XX 
XX altered the memory address 
XX and also used 206 instead of 
XX; 254 for calling the user-defined XX 
Xjx graphics; but the program XXj 

XX’;.* never seemed to work. XX; 

I kept on getting OUT OF 
XX DATA errors; and when I listed XX 
the program, the lines were all XX 
changed to rubbish. :xx 

In the program there is a 
XX machine-code routine to make 
XX the screen scroll from right to XX 
XX; left- This sits in the cassette XX 
XX buffer and is called up by SYS 
.Xy 829. Do you think this has got 
•XX anything to do with it not work- XX;.* 
;Xv ing? 

Last, when I use the x;X 

;Xy Programmer’s Aid with the 16K XX; 
XX RAM I found that the function 
XX key does not function - when I XX; 

typed in KEY I found that all 
XX the function commands 
XX changed into the graphic forms. XX 
XX So I re-functioned all the Key Xy 
I;X; commands; but after a few 
XX minutes they just changed back XX 
XX again. Is there something 


wrong with my 16K RAM? Or x:x 
is this supposed to happen XX; 
when the Vic is expanded? 

It can be very difficult converting j;x; 
programs which use a 3K expan- XX 
sion to run on a Vic with a larger ex- XX; 
pansion. The reason is that a 3K ex- XX 
pansion fits into the memory from XX 
locations 1024 to 4095, whereas an xx 
8K or larger expansion fills mem- vX 
ory from 8192 upwards. Also, when Xy 
you add a 3K expansion, the start of >X 
screen memory moves to 1024 - XX 
which is where your Basic program :x* 
is located with the 16K expansion! XX; 

The result is that the screen- X;X 
scrolling program is scrolling your XX 
Basic program! The best way XX 
round the problem is to rewrite the ;x 
machine-code to use the screen XX; 
memory at 4096-4607, which is XX 
where it moves to with the 16K ex- ;XX 
pansion. XX 

Alternatively, if your expansion X;X 
is a 16-I-3K expansion, there is XX 
some memory at 1024-4095. Then XX; 
you can fool your expanded VIC XX 
into thinking that it is a +3K Vic by XX; 
a few POKEs before you load your XX; 
program: XX 

POKE 642,4: POKE 644,30: POKE $ix 
648,30: SYS64824 

If you have fitted a 16K expansion, XX 
then Basic overwrites the memory XX; 
area used to store the function key X;x 
definitions! Sorry! XX 


Dear Tommy, I have been 
working on a Sine Wave 
program for the Vic-20. All I 
have done so far is to plot the 
sine wave using the Super 
Expander cartridge. Could you 
show me how to make the 
wave keep moving across the 
screen? 

Before we get carried away with 
this program, you must not expect: 
anything too spectacular from 
Basic. It is simply too slow to pro¬ 
vide a convincing moving wave. I 
assume that you are using a routine 
like this to plot the wave: 

100 FORX =1 TO 1023 
200 Y = 500 4- 200*SIN (X/50) 

300 POINT 1,X,Y 
400 NEXT 

What we have to do is then redraw 
the sine wave displaced slightly. 

100 FOR T = 1 TO 10 
200 FORX =1 TO 1023 
300 Y = 500 + 200*SIN (X/50) 

400 POINT 0,X+T—1,Y: REM * 
ERASE POINT ON LAST • 
WAVE 

500 POINT 1,X+T,Y: REM PLOT : 

NEW POINT 
600 NEXT: NEXT 

Be warned though: this is very • 
slow! ’ 



Dear Tommy, Where is the 
machine-code routine that 
prints a number in the FAC 
located? Also, where is the 
routine that converts a base 10 
number to a floating point 
number? And what are the pa¬ 
rameters? 

What machine are you talking 
about? I hope you mean the Vic be¬ 
cause that’s all you’re going to get! 
The routine which prints the FAC is 
at $DDD7, but you must load the Y 
register with 1 before calling it: 

LDY #1 
JSRSDDD7 

What do you mean by a ‘base-10’ 
number? The base of a number, be 
it 2, 8, 10 or 16, is just the way we 
humans write the number down. 
The actual value is independent of 
the base; so 11000 in binary is the 
same as 22 in octal, 18 in decimal 
and 12 in hexadecimal. 

There are two routines which 
convert numbers into floating 
point. $D7B5 converts an ASCII 
string to floating point (the equiva¬ 
lent of the Basic VAL function). The 
address of the string should be 
stored in $22 and $23 (in the normal 
low-high format) and the length of 
the string is held in the 6502 ac¬ 
cumulator. The routine at $DC49 
converts an unsigned integer (0 to 
65535) in $62 (LSB) and $63 (MSB) 
into the floating point. In both cases 
the result is held in the FAC. 


Dear Tommy, I have hooked up 
an IBM typewriter to the user 
port of my Vic. By means of an 
assembly program which is 
POKEd into the top of memory 
and protected by changing the 
end of the Basic pointers, I can 
now send the converted bytes 
to the user port. 

For printing out files this 
works fine. The problem is that 
when I want to make a listing 
of a program I can find no 
other way than to LIST a small 
section to the screen and then 
copy it to the IBM. Is there 
some fancier way to get a list¬ 
ing? 

Locations $326 and $327 hold a 
pointer to the output routine, and 
the pointer normally sends charac¬ 
ters on the screen. All you have to 
do is modify these two to point to 
your assembler routine; and any¬ 
thing which would have gone to the 
screen will now go to the IBM. You 
can now type LIST and away it will 
go! Make sure that your routine 
clears the carry flag before it re¬ 
turns though. 11 



































COMMODORE USER 


The soft side of 

Commodore? 



Gail Wellington: up at the sharp end 

"If it’s software it’s mine”, she'll tell you: but then she does have a capacity for the abrupt 
one-liner. Gail Wellington is American. She used to write fiction, she exudes an air of pur¬ 
pose and authority, and she's Software Products Manager for Commodore UK. That means 
she is now in charge of a key department for the company - one that not only produces soft¬ 
ware for the Vic 20 and Commodore 64 but also acquires and assesses software products 
for future development. 



Her operation is now completing its first year in the software 
business, an area she admits Commodore entered rather 
casually. Now, she doesn’t hesitate to assert its importance: 
“Instead of being second class, we’re now a viable factor in the 
corporate business” - Commodore UK is making a stronger 
commitment towards software, carrying out a dictum recently 
made at the highest corporate levels. We sent Bohdan Buciak up 
to Commodore Towers in Slough to find out how Gail Wellington 
runs her domain. 

Gail Wellington came to Commodore through a mixture of 
skills which, at first glance, looks incompatible; she’s got a US 
degree in mechanical engineering and she’s also acquired 
writing skills along the way. “I used to be a freelance journalist; 
I’ve written fiction and I’ve contributed to both women’s and 
computer magazines.” 

But her writing career was brief; she was soon told to devote 
her skills to editing rather than doing the pen pushing herself. 
That didn’t last long either. When the software products 
manager’s position became vacant Gail Wellington got the job. 

Today she extends her influence (she likes to think she does it 
in a motherly way) over 14 people and has split her department 
into four main areas. 


Floppy copies 


The first thing that strikes you on entering Gail Wellington’s 
domain is the crowd of Commodore Pets with dual 4040 disk 
drives perched rather incongruously on top of their screens. Old- 
style Pets? Old-style disks? But these machines have nothing to 
do with actual software development, they’re just used to make 
endless copies of the stuff. 

At present, there’s a production run on the Easy Script word 
processing package for the 64. Next week it could be Easy Stock 
or High Flyer, the Commodore 64’s business simulation game. 
And we’re talking big numbers - there are 20 machines 
producing 16,000 disks per week, all day, six days a week. You’d 
expect a hi-tech organisation like Commodore to have a 
sophisticated disk copying machine; but according to Gail 
Wellington, the Pets do the job just as well, or so it would seem: 
“there’s no capital investment because the equipment belongs to 
us. The Pets are also practical for the volumes we produce.” 

But the real activity in Gail Wellington’s department starts with 
the support technicians - three of them at present. They’re all 
programmers but they don’t actually originate software 
themselves; “They advise people who are writing software for 
Commodore; they write the protection programs and utilities, 
they make reports and develop information on new products. 




































Beating the game requires positive 
response and fast accurate control. 


Compatible with 

Atari CX2600 Game System* 

Atari Personal Computer Systems* 
Commodore 64 & Vic 20 Computers* 

An adaptor (sold separately) is available for 
Texas Instruments Tl 99/4A Computer* 
Adaptor Model No. 11060 

'These are the registered Trade Marks of the individual companies 
concerned. 


That’s why beating the game requires 
Suncom from Consumer Electronics. 

A range of 3 quality joysticks all with 
arcade-style features plus Joy Sensor, 
the ultimate, with precision, touch- 
sensitive control. 

No stick to move, no resistance to 
movement. 

Together with a range of C.E.L. 
Adaptor leads, they’re compatible to a 
wide range of machines. 

Check them out at your dealer- 
they’re sure fire winners. 

For details of your nearest stockist 
contact-Consumer Electronics Limited, 
Failsworth, Manchester M35 OFIS. 

Tel: 061-682 2339. 


=Suncom 

from Consumer Electronic 





















ANIROG SOFTWARE 


COMPUTER GAMES 
OF TOMORROW 
AVAILABLE—^ 


HEXPERT 


o oo 


MOON BUGGY 


»r oomto ► a sccro« r n-m -i 

. itiiiiiiiifinmMittinimtiimmimiiiutiHimiii 


\ / 


galaxy 


SKRAMBLE 


AVOID .CAPTURE B5C THE ALIEN 
"NtfOTHER SHIPS mACTOR BEAM ASV 
THK^FIGyTERS - DIVI&JtOMB YOlT 
100 SHEENS WITH PLAYED 

OPTlOHte^^^B./J.S 


:3D TIME TREK / 

KONG KB./is. £7.95 

4 SGREENS WITH BRILLIANT ANIMATED GRAPHICS 

SKRAMBLE J S. £7.95 

6 SECTORS TO TEST VT)UR SKILL 

HEXPERT \J.S. £7.95 

TRAIN BERT TO BE HEXHERT.ON THIS 3D HEXAGONAL PYRAMID 

MOON BUGGY \\ J.S. £7.95 

MANOEUVRE YOUR PATRBL IfRAFT OVER GIANT POT HOLES AS 
YOU DEFEND THE MOON BUGjGY FROM ALIEN ATTACK. J j 

F/ROG RUN K.\B./J.S. £5.95 ’ 

A'POPULAR ARCADE GAME FUN FOR THE WHOLE FAMIllY 


APPROVED 


FOR 


3D TIME TREK \ K.B./J.S. £5.95 

SreCTACULAR 3D GRAPHICS STAR TREK GAME 

DUNGEONS ] K\B. £6.95 . 

ENTER THE REALMS OF FANTASY IN THIS ROLE PLAYING GlAME. 

DA^K DUNGEONS / K.B. £6 95 

2ND IN THE SERIES OF FOlM DEFINITELY NOT FOR THE FAINT 
HEARTED l 


INDIAN ATTACK £5 95 . v 
COSMIC COMMANDO £5,95 
VENQEANQE OF ?EI>IO £5.95 


24 HR. CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE, P.O., ACCESS/VISA 
8 HIGH STREET HORLEY, SURREY. 
Overseas 50p post & packaging 

TRADE ENQUIRIES WELCOME 

29,West Hill,Dartford,Kent. (0322)92513/8 



















They also do a lot of talking to software houses. 

“It takes a special type of person to do this job. Apart from the 
programming requirement, it involves a fair amount of interface 
with the outside world: and it requires the ability to write. We 
give everybody a writing test before they start; knowing how to 
communicate is an important part of the job.” 


Home-grown software? 


Looks as though she’s got software development sewn up. But 
what about the coding side? How much original programming is 
done in-house? 

Not a lot, it seems. “We write very little ourselves. Sometimes 
we have our own ideas developed by somebody outside who 
we’ve commissioned because we know he already specialises in 
that field.” Andrew Spencer, for instance, was approached by 
Gail Wellington to write the 64’s Soccer cartridge game - one of 
the best games we’ve seen in terms of its use of the 64’s 
capabilities. 

“We also get a lot of ideas sent in to us. Gortek and the 
Microchips, for instance, appeared in the postbag one day with a 
letter asking for advice on publishing the idea; we snapped it 
up.” Gortek is a clever space-age story that teaches youngsters 
the basics of programming: we’ll be reviewing it soon. 

Commodore receives a great deal of material from hopeful 
programmers, around 100 programs per month. She insists that 
every program is given a fair and formal assessment - ‘formal’ 
because evaluators use a structured assessment sheet which is 
completed and returned to eagerly awaiting programmers 
whether they’re spotty kids or hardened professionals. 

“Obviously we can’t do much if a tape won’t load or the 
programmer doesn’t supply adequate instructions ...” 

Why make such an effort to accomodate a lot of hopefuls? The 
cynical answer might be that a really good game or program 
occassionally makes an appearance, so it may be an investment 
in future Commodore software. Gail Wellington would lean more 
towards notions like ‘providing a service’, ‘going out to the 
public’, ‘keeping abreast of what’s going on’ and perhaps trying 
to overcome the sense of impersonality that usually emanates 
from an international corporation. She seems to be reflecting 
these notions in the type of people she employs. 


Masses and classes 

But does her consideration and thought for staff percolate down 
to the customer; to you, the readers out there? That’s probably 
not a fair question because part of her business - the major part 



- is to make money for Commodore, and there are good and bad 
ways of doing that. “Our goal is to produce the best value for 
money software around. It must be high quality but at an 
affordable price - ‘for the masses, not the classes’.” Ah, those 
one-liners. 

With games software constantly changing, it must be difficult to 
pinpoint what the customer wants at any particular time. “You’ve 
got to recognise the fashions of the time. We’re trying to do that; 
we’re now looking at strategy and decision-making games rather 
than zapping. So you’ll be seeing new games based on thinking 
and strategy rather than reflexes.” 

But that’s the games market; Gail Wellington confesses to being 
more interested in education and what she lumps together as ‘the 
home market’, which has now become general Commodore 
policy. “We’re trying to realise the potential in these markets. 

The B J Bear range of software, for example, will be available 
early next year (on the Commodore 64). It’s aimed at early 
primary school children, helping them with reading, counting and 
thinking. It’ll be one of the implementations of our new speech 
synthesiser; the program talks to you in digitised human voice 
speech.” Ah-ha, at last it’s coming! More about that later. “But I’m 
more attracted to things that are commercially viable.” 


Commercial viability 

That brings us to the eagerly awaited speech synthesiser. A new 
game, Wizard of Wor, based on the arcade version, will soon be 
available. It’s going to be the first to use the speech synthesiser 
to approximate more closely to the arcade effect (it does work 
without it too). The speech module, reputed to have only a 250 
word vocabulary at present, should be available early this year 
“at under £50”. 


Tapes, cartridges, floppies 


This year’s games cartridges should be more spectacular too: 
“these days, a game on cartridge has got to have the highest 
standards of graphics, playability and originality.” Soccer, for 
instance, already fits these categories. “We have to feel a 
cartridge will sell 100,000 copies before going ahead with 
production. For tape, the graphics still need to be good but we’d 
only expect to sell about 10,000.” 

Then there’s floppy disk software. “We’re not producing disk 
based software on the Vic for recreational purposes.” 
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Understandable enough since a disk drive costs about three 
times as much as the basic Vic. “But disk based games are 
getting to be more feasible on the 64, and we’re responsive to 
the demand. For example, we produced the Introduction to Basic 
on disk for the 64 because people asked us to.” 

“There’s no technical reason why we can’t do all games on 
disk and we probably will on the 64. In the States, about half our 
64s are sold with disk drives. But here we have a product 
shortage.” Now there’s an admission. 


Peripheral interests 


To promote software on disk, there’s got to be some connection 
with the people involved with peripherals. Some joint work is 
already being done with the speech module; will there be any 
more such ventures? “We’re bringing out a low-cost lightpen 
early next year and that will have software produced for it. We’re 
also working on a digitising pad. You’ll be able to draw on the 
pad and see your work reproduced on the screen. With an 
overlay, you’ll be able to use it as an input device.” 

That no longer sounds novel: similar devices like Grafpad from 
British Micro have already arrived. And the lightpen? Numerous 
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models for Commodore machines are already available (we’ve 
got three ourselves to review). 

Commodore may have been late there; but tardiness in its 
software activity could be more detrimental, granted that 
competition in the software industry continues to be ‘lively’ with 
games appearing and disappearing like mayflies? Gail 
Wellington for the defence: “We’re always expanding our range 
of titles. Few things get to be classics. But they can last from six 
months to a year depending on their originality, so there’s 
constant activity. 

“In terms of competition, we have the advantage of good 
distribution and we can link hardware and software into an 
attractive package.” 

A major plus for Gail Wellington (and for her confidence) is 
the fact that she likes the machines she’s working with. The Vic’s 
great selling points? “It’s big, it’s got a lot of software and it’s got 
a moving keyboard”. All right, it is just a little bigger than some 
home computers. And the Commodore 64, “is a helluva lot of 
computer for the money”. 



Lots of languages 


It may soon prove to be a greater investment as a clutch of 
programming languages will be implemented during 1984 - 
including professional programmer stuff like Cobal and UCSD 
Pascal (now reaching the test stage at Commodore). Commodore 
has already demonstrated the 64 running CP/M based software. 
Lots of demos and lots of claims: no product yet. But a cartridge- 
based Z80 processor card that allows access to CP/M, the most 
popular disk operating system for micros, should finally be 
available by early 1984. 

The cartridge together with the CP/M system will cost £50, and 
that will open up a huge range of business software ... though 
you won’t be able to link ‘native’ 64 programs and files to 
anything running under CP/M, and you will have to hope that 
your preferred CP/M programs come on a 64 compatible disk. 

Likewise, only the 64 will get Commodore’s very promising 
Magic Desk. This series of programs was developed in the States 
where it has been at computer shows: but “we’ve not established 
a release date for the UK”, says Gail Wellington rather cautiously. 
Magic Desk is a little bit special because it uses icons or symbols 
a little like Apple’s new Lisa computer. For example, by pointing 
to a filing cabinet (the pointer T ooks like a hand) you select the 
filing function. 


Playing the hostess 


Still, 1984 looks like being interesting for Commodore software. 
Gail Wellington is pleased that she’s soon to be playing hostess 
in a formal gathering of her worldwide Commodore counterparts, 
about 40 people. 

“It’s going to be the first of regular quarterly meetings with 
people who do jobs similar to mine. I’m proud that the first 
meeting’s here in the UK; it’s indicative of our standing.” What 
she’s really saying is that far from being a corporate afterthought, 
her department is now making itself felt as an important part of 
the company. 

But her saying this comes as no real surprise. Her ultimate 
boss, Commodore International’s heavyweight chief executive, 
Jack Tramiel, was recently taking the same line when he talked 
to the American press. “We believe that software is going to be a 
very important part of our company,” he asserted at considerable 
length. So Gail Wellington is carrying out policy formed at the 
highest level: it’s almost fortunate that the policy happens to fit 
her personal preferences. 

The logical conclusions for such a policy? Tramiel’s 
pronouncement is to the point: “I believe computers are very 
similar to razors and razor blades. The most important thing 
is that every home or office should use a Commodore razor. 
Then we should deliver blades to them and make money on 
the blades.” 

Gail Wellington has the job of making sure the Commodore 
blades are sharp enough. 





















































J0 .3 gives you more games to play... 

^ for a package you can pay! 


GAMES FOR COMMODORE 64, 
DRAGON, SPECTRUM, 



Just look at our range . . . and prices! and do 
not forget, only 3 games are at £7.95 each 
inclusive of post & packing, all other games 
are priced at the amazing low price of £3.95! 
all inclusive. 

Buy any 6 games for the Very Special Price of 
£19.95 inclusive of post & packing. 


Hoy-tz-w 

YEP FOLKS — IT’S HERE “CALIFORNIA GOLD RUSH " 

This here’s Prospector Jake, I sure am havin’ one helluva time 
tryin' to peg ma claim with those damned Injuns a hootin’ and 
a hollerin' all over this territory. Ma job gets harder as I move 
from one Gold Field to another. I know, that is me an' ma 
stubborn hornery ol’ Mule here know of 24 rich an’ I mean rich 
seams of pure Gold. All it needs to make this here ol’ critter 
happy is that you help me peg every doggone last one of them 
claims. 

Can YOU help Jake become rich, help him peg his claim, 
dodge the arrows, avoid the tomahawks, and plant the 
Dynamite in just the right place? . . . YOU CAN!!! 

YIPPEE Git yer Picks an’ Shovels and join the 
CALIFORNIA GOLD RUSH.. . . NOW 
Amazing Arcade Action . . . Stunning Sound and Graphics 
Available NOW for Commodore 64. 


£7.95 


including P & P 


MICROSYSTEMS 

COMMODORE 64 

* CALIFORNIA GOLD RUSH: PCNsays 
could be another Pac-Man" What more can 

we say!!! (Joystick required). £7.95 

* YAHTCEE: This is THE version of the 
traditional dice game. For 1 or more players £7.95 


DOZY DODO: Did you know that the Dodo lays 
it’s eggs m mid-flight? Conservation Charlie is 
doing his best to save the species but is it 

enough 7 (Joystick required). £3.95 

SPRITEGEN 64: Define and design your 

sprites the easy way. £3.95 

CHAIN REACTION: Control the atomic 
reaction in this game of skill. Great graphics 

— super sound. £3.95 

LINK-A-LINE: Make the connection 4 

enjoyment . £3.95 

L.A. SUNSET: Could it be the final sunset for 
L. A. as the returning Space Shuttle goes out of 

control 7 . £3.95 

STAR TREK 64: Kirk, Spock and Co. beamed 

down to your 64. (Joystick required). £3.95 

COLOUR ME QUICK: A fascinating game of 

logic that is highly addictiye. £3.95 

NAUTILUS NAVIGATOR: Manoeuvre your 
nuclear powered Sub thro’ undersea chasms: 
vauits and maybe tombs. But what other 
creatures lurk in the Deep!!! (Joystick 
required). £3.95 



MOONBASE TOUCHDOWN: Your fuel is low, 
your Astro-module has an intermittent 
malfunction, can you reach your base . . . 

SAFELY!.!! (Joystick required). £3.95 

VEGAS SLOT: You’ll hand it to this Bandit . 

It’s great. £3.95 


STOCKING FILLER . . . 

VIDEO LIBRARY CASES 
Amazing Value at only £1.45 for 3 
incl P & P. 

5.25 Disk Library Cases 
hold 110 disks, blue plastic, just the 
thing for that extra present. 
Normally £1.98 each. 

Our price: 2 for £1.95 incl P & P. 





SPECTRUM 

STARSHIP 2100RD: Repel the Invaders from 
Zenos and thwart their plans to take over the 

Galaxy.£3.95 

POLARIS PATROL: Rid our shores of the 

darstardlyaggressors!!! (Joystickrequired).£3.95 

USS ENTERPRISE: Boldly go on a dangerous 
voyage to the very limits of your Spectrum 

(Joystick required).£3.95 

COSMIC ATTACK: Dorks, Wapraz and Neutra- 

Zemals in combat!!! (Joystickrequired).£3.95 

DUMB DUCK: Blow their tiny beaks off!!! 

(Joystickrequired). .£3.95 

THE SEVEN HILLS: You’ll jump atthechanceto 

ski on these slopes. (Joystickrequired).£3.95 

BATTLE STATIONS: Cosmic attackers threaten 
Civilisation. Is there no escape, are we doomed? 

(Joystickrequired).£3.95 

PANE DAMAGE: People who live in glass houses 
shouldn't. . . Dynamic action. 

(Joystickrequired).£3.95 

PHASOR POWER: The Ultimate weapon. Use it 
carefully against the planets enemies!!! 

(Joystickrequired).£3.95 

HOTHOUSE HELL: Fiery, frantic, furious action 
with truly brilliant graphics. (Joystickrequired) £3.95 
ALL SYSTEMS GO: Blast off into the great blue 
yonder and face the peril that awaits you!!! 

(Joystickrequired). £3.95 

VISCIOUS VERMIN: Giant plague carrying 
rodents turn on the Human race and try to take 

over!!! (Joystickrequired).£3.95 

ANIKMAN: Our version of the greedy gulper. . . 

not to be missed!!! (Joystickrequired).£3.95 

PIGGOTT’S PONY: We bet this will be winner. 

You can put your shirt on it!!! (Joystickrequired). £3.95 
MISSION POSSIBLE: Have you the qualities to 
cope with tommorrow’s technology ... in 

Space? (Joystickrequired).£3.95 

GHASTLY GHOULS: All kinds of creepies make 

thisgameanightmare!!!.£3.95 

THE FORCE . . . BEYOND!: Cosmic energy - 
Anikstyle!!! (Joystickrequired).£3.95 

* YAHTCEE: Thirteen ways to roll out a winner. 

Multi player game — lots of fun . . . if you don’t 
lose!!!.£7.95 

DRAGON 

LEAPIN' LANCELOT: Medieval machine magic 
as Lancelot endeavours to rescue fair 

Gueneviere. (Joystickrequired) .£3.95 

GALLACTIC SURVIVAL PAK: No Astro-traveller 
should be without this. A collection of 3 of the 
bestastro-gamesaround!!! (Joystickrequired). £3.95 
MINDBENDERS: 3 puzzles to enthrall and 
mystify you. Hours of mindbending fun to pass 
the long Winter evenings.£3.95 

* YAHTCEE: Five times as nice with our Yahtcee 

dice. For oneor more players.£7.95 

GEE UP NEDDY: The odds-on favourite with all 

the Family. (Joystickrequired).£3.95 

THE SEVEN HILLS: You’ll jump atthechanceto 

ski on these slopes. (Joystickrequired).£3.95 

PHASOR POWER: The Ultimate weapon. Use it 
carefully against other planets enemies!!! 

(Joystickrequired).£3.95 

ANIKMAN: Our version of the greedy gulper. . 

not to be missed!!! (Joystickrequired).£3.95 

BATTLE STATIONS: Cosmic attackers threaten 
civilisation. Is there no escape, are we doomed? 

(Joystickrequired).£3.95 

ALL SYSTEMS GO: Blast off into the great blue 
yonder and face the peril that awaits you!!! 

(Joystickrequired).£3.95 

PANE DAMAGE: People who 1 1 ve i n glass houses 
- shouldn’t. . . Dynamic action. (Joystick 
required).£3.95 




SALES LEDGER 

Specification as for Purchaser Ledger 
SALES LEDGER for CBM 64. 
SPECTRUM. DRAGON 

...£14.95 


DATAHOLD 

The DBMS for the CBM 64. Up to 15 
fields per record. Sort and search by any 
field. Calculations. Report generation. 
MAIL LABELLER incl. with DATAHOLD 
— fully user definable. 

DATAHOLD for CBM 64 

. . . £24.95 


PURCHASE LEDGER 

Fully user definable. Allows for multiple 
entry, invoicing and payment control. 

Full search and sort facilities. Print 
option. VAT account and analysis. Status 
report generation. 

PURCHASE LEDGER for CBM 64. 
SPECTRUM. DRAGON 

...£14.95 



AN IK MICROSYSTEMS 

30 KINGSCROFT COURT BELLINGE NORTHAMPTON NN3 4BH 

TEL -(0604) 411013 



HOWTO ORDER 

To order any games all you have to do is enter 
the title you wish to receive in the coupon 
below, write your name and address, enclose 
your cheque or postal order made payable to 
ANIK MICROSYSTEMS and post to us. 
DON’T FORGET—Buy any six games at 
£3.95 each and pay only £19.95- 
SAVE £4! 

Your games will be despatched within x 
48 hours! ✓ cs v 

/ 1 ° 

/ 

/c&*V 






























































COMMODOREUSER 



©FTCtilFMM 


POWERFUL NEW COMMANDS 
FOR THE COMMODORE 64 


What is Softchip? ... a Softchip is a plug-in cartridge custom-made to your 
specification that slots quickly and simply onto the back of your 64 giving you 
immediate access to powerful new commands like: 


RENU . renumber all or just part of your program 

FUNC . use the function keys: press FI for ‘LIST’ etc. 

BASIC4 . all the powerful disk commands Commodore left out 

MERGE . merge one program into the heart of another 

SORT . sort your arrays into order at lightning speed 

SEARCH . shoots through an array till it finds what you’re looking for 

DESIGN . get those sprites designed on the screen, not in DATA statements 

VOICE, FILTER . the 64 makes great sounds 

EFFECT . built-in sound effects... explosions, helicopters, jingles 

MODE . use the hi-resolution modes 

DRAW, CIRCLE . draws lines, circles (coming soon in 3-D!) 

SPLIT ... split the screen into half-graphics, half-text 


But this is only a small selection - we have over 120 different commands available now. We’re on 
the end of 0947-604966/8 ready to help or write to us for free details at the address below. At 
£34.95 all inclusive for as many commands as will fit into an 8K cartridge, can you find better Value 

for Money? 

SOFTCHIP-64 another fine product from Whitby Computers Ltd. 

7 Chubb Hill Road, Whitby, North Yorkshire, Y021 1JU. Tel 0947-604966/8 
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For VIC 20 and 
CBM 64 Users 




SIP ACCOUNTING mmEM 


Highly comprehensive 
program designed for 16K, 
24K, VIC20 & Printer, 40 col 
VIC20, CBM 64. Makes an 
ideal introduction for you 
and your staff to the world of 
computer accounts. 



Features include: 

• Menu driven - simplicity to use! 

• Up to 250 accounts per tape 

• Daybook 

• Sales and purchase ledger (or just 1 type) 

• Invoice print module available as extra. 

• Statements print 

(for all or just one company) 

• Overdue account statements (as above) 

• End period carry on to next data tape 

• Cash summary - debitors and creditors 

• VAT entry (net or gross) 

• PLUS many, many more features 
- all in ONE program. 


Printer plinths ^ 

- designed to save space. 
improve paper flow, and 
tidy stray cables, has anti- 
vibration mounting, superb 
design in high impact smoked Perspex. 

SIP/P1515 for VC 1515 and GP 80 UMS £ 12.95 +VAT 
SIP/P1525 for VC 1525 and GP 100 £ 13.95 + VAT 



INVOICE PRINT MODULE 

Allows your own formating of invoices, remittance 
advices and credit notes can stand alone or work with 
SIP Accounting System, updating data files. 

SIP/CPM20 - VIC20 Tape Based 
SIP/DPM20 - VIC20 Disc Based 
SIP/CPM64 - CBM64 Tape Based 
SIP/DPM64 - CBM64 Disc Based 


SIP/AC20 - VIC20 16/24 K Tape Based 
SIP/DC20 - VIC20 16/24K Disc Based 
SIP/AC40 - VIC20 16/24 K +40 column card 
SIP/AC64 - CBM64 Tape Based 
SIP/DC64 - CBM64 Disc Based 

Tape Version £24.95 + VAT 
Disc Version £29.95 + VAT 


Tape Version £24.95 + VAT 
Disc Version £29.95 + VAT 

Please specify machine size when ordering 

Available direct or from leading Software dealers. 
Send your orders or for further 
information please write or telephone: 

Shore Industrial Plastics Ltd (Dept CU) 

IQfI 1-13 Corsham Street, London N1 GDP. 
Telephone: 01-250 1978. 

Telex: 943763 Ref. SHM 


Price includes comprehensive manual 
(-I- data tape for tape versions). 

1515/1525/1526/GP100 VC printer required for all programs. 


64-STATSPOWER 

STATISTICS PACKAGE 

Now available for the Commodore 64, a most sophisticated statistical 
package. With the aid of 64-STATSPOWER you can become a statistics 
expert in a matter of hours. Ideal for forecasting, business, home use, 
schools, students, research workers, hobbyists, marketing, sales, 
administration, scientists. 

The possible uses of 64-STATSPOWER are limited only by your own 
imagination. Comprehensive manual (with numerous worked examples) 
guides thenovice user through the use of the various sttistica! 
techniques — invaluable to students of statistics. In addition, the 
programs themselves are extremely user-friendly. 

64-STATSPOWER has numerous advanced features not to be found on 
other much more expensive statistical packages. Contents include: 
ascending data sort; means (arithmetic, geometric, harmonic, 
quadratic); median; quartiles; semi IQ range; variance; S.D.; mean 
(absolute) deviation; max and min values; range; measures of skewness 
& kurtosis; deseasonalisation of data (weekly, monthly, quarterly); log- 
reciprocal time trend estimation; moving averages (user-defined 
length); linear and constant-growth rate time trend estimation; chi- 
square test (one-way classification & contingency tables); sophisticated 
multiple regression program (options include: dummy variables; user- 
specified data transformations; user-defined artificial variables; data 
alteration); regression coefficients; standard errors; R 2 ; Durbin-Watson; 
von-Neumann (with calculated asy. mean & variance); F-statistic. 

Only £14.95 (induding p&p) 

Available on cassette or disc (£2 extra). Cheques & P.O.’s to: 

SCIENTIFIC SOFTWARE 

BALGLASS HOUSE, 39 MAIN STREET, 

HOWTH, CO. DUBLIN, EIRE. 

Phone 326703. Trade enquiries welcome. 
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More complex sound 

on the Vic 

by Jonathon Reynolds 



The PEEK and POKE method of accessing 
sound on the Vic is fine. But at times it can 
be quite annoying to stop what you were 
doing, poke values out to the VIC chip, and M 
then resume. Wouldn’t it be nice if you 
could give the Vic a command which allows £$; 
you to play music and sound without 
interrupting your program? Jonathon 
Reynolds has the answer ... 

I was inspired one day while playing a game on a BBC Micro belonging to a 
Mend I was happily pounding away at the keyboard - while the machine 
played a tune in the background “How do you make it do that?” I inquired •:£: 
“Using the SOUND command” replied my Mend “The machine stores 
several notes in a special buffer, then executes them.” 

I decided that it would be worth the effort to try and produce a similar effect 
on the Vic. The objectives I set myself were as follows: 

o the Vic must continue doing any job it was doing before, during, and 
after executing the sound command ***:*: 

0 you should be able to set up a ‘tune buffer’, so a jingle or song 
could be played 

o each voice must be programmable 
o the volume must be programmable 

o the duration of the note must be programmable Xv 


Looking at the first point I realized that machine code would be needed 
(Beginners, I’ll try to keep the descriptions simple). Therefore an IRQ inter¬ 
rupt routine would be needed 


Explanation: 


Every l/60th of a second the Vic stops whatever it’s doing with your program 
to do its own ‘housekeeping’: when it has finished it returns to your program 
It is possible to Mck the Vic into executing a piece of your own machine code 
during this interrupt The Vic doesn’t know any different so it treats your 
machine-code routine as if it is part of its usual housekeeping chores. 

The latter four of my requirements meant the use of a word table, or in sim¬ 
pler terms the need to reserve an area of memory for the storage of values. I 
then had to break this table into smaller blocks, each block being six bytes 
long. Each byte (or each memory location) holds a certain value: when the 
Vic reads a certain block in the table each byte has a different meaning. 

I defined the block as follows: 

Byte in block: Function of value in this byte: _ 

1 the duration of the note. 

2 sound value for voice 1 (low) 

3 sound value for voice 2 (medium) 

4 sound value for voice 3 (high) 

5 sound value for voice 4 (noise) rjri 

6 the volume at which this note is to be played ® 
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Easy to handle! 

Easier to use than the manuals! 

Why waste time and frustration struggling with books? 

These cards have it all. 

★ Commodore 64 £3.95 

★ Vic-20 £3.95 

★ 6502 microprocessor £2.95 

“The set that will be hailed with gladness” 
“everything the publishers claim it to be” 

(Commodore Computing October 1983) 

Available from good computer outlets - or send cash, cheque or credit card no. 


L<Atl 


to ELKAN ELECTRONICS, FREEPOST, 11 Bury New Road, 
Prestwich, Manchester, M25 6LZ. 
or telephone 061-798 7613 (24 hour service). 


DUCKWORTH 
HOME COMPUTING 

a new series 

All books written by Peter Gerrard, former editor of Commodore Computing 
In terna tional, author of two top-selling adventure games for the Commodore 
64, or by Kevin Bergin. Both are regular contributors to Personal Computer 
News, Which Micro? and Software Review. 

USING THE COMMODORE 64 Peter Gerrard 
A complete look at the latest home computer from Commodore Business 
machines. Starting with a refresher course in Basic Programming, it moves on 
through machine code, before considering in great detail sprites, graphics 
and sound. A section on peripherals, and then the heart of the book: an 
in-depth look at the chips that make it work, including the 6581 Sound 
Interface Device and the 6566 Video Controller Chip, as well as the heart of 
the computer, the 6510. The comprehensive appendices cover the full Basic 
and Machine Code Instruction sets, as well as several useful reference 
tables, and a complete machine code assembler/disassembler listing. 
Personal Computer News said: “In this case, we are dealing with a gem of 
a book. It deserves a place on the bookshelves of every 64 user whether 
beginner or expert.” 

A vailable now £9.95 

THE BEGINNER’S GUIDE TO COMPUTERS AND 
COMPUTING Peter Gerrard 

Written for the person who knows absolutely nothing about computers, this 
book introduces you gently to this exciting and fast-moving world. It guides 
you through the history of computers into the 1980s and introduces you to 
many of the personalities who dictate how computers will develop in the 
future. It comes complete with a glossary of computing terms, including all 
the often used ‘buzz words’, and even an ‘alternative’ computer glossary. 
January £6.95 

Other titles in the series include Sprites & Sound on the 64,12 Simple 
Electronic Projects for the VIC, Will You Still Love Me When I’m 64, 
Advanced Basic & Machine Code Programming on the VIC, Advanced 
Basic & Machine Code Programming on the 64, as well as Pocket 
Handbooks for the VIC, 64, Dragon, Spectrum and BBC Model B. 

Write in for a descriptive leaflet (with details of cassettes). 



DUCKWORTH 

The Old Piano Factory, 43 Gloucester Crescent, London NW1 7DY 
Tel: 01-485 3484 




VICPRINTER 

for only £68.95 


Probably the world’s cheapest Vic/64 Printer! Put a Sinclair ZX 
Printer (order Printer and Power supply from Sinclair or many 
High Street stores — R.R.P. £48) on your Vic/64 using the 

SOFTEX PRINTERFACE 

Costing only...£19.95 + £1 P&P. 

Complete system... £68.95 + £2.95 P&P. 

* Very high resolution graphics (higher than 
Vic!) 

* Full Vic/Pet character set + user defined 
graphic characters 

* 43 Column Printer with superb formatting 
facilities (up to 80 columns of print to be 
available soon) 

* Operating commands same as Commodore 
Vic/64 printer 

* Simple to use! No extras required 

Send orders/enquiries (dealer enquiries 
welcome) to: 

The printerface also interfaces the new Alphacom- 
32 Spectrum/ZX printer. (RRP £59.95) 

SOFTEX COMPUTERS 

Department U5, 37 Wheaton Road, 
Bournemouth BH7 6LH. 

Tel: 0202 422028 



























I decided to let the program reside from memory address 7264 (&1C60) on¬ 
wards; the parameter table was to start at 7424 (&1D00) and go to 7676 - 
enough room for 42 notes. 

Rather than endeavour to give an in-depth explanation of the program I 
recommend that experienced machine-code programmers take a look at the 
disassembled version. 

Basically the program fools the Vic into thinking that it has to read blocks 
from the table during an interrupt and act on the information found there. The 
Vic will continue to look at the table until it finds a duration byte equal to zero 
or plays all 42 notes. 

Note to Editor: Give disassembled version of machine code. Use the 
Commodore MCM or similar. 

Open 4,4: CMD 4: SYS(start address of monitor) • D lc60,lcfb+(ret) 


Using the programs: 


Now carefully type in the MINI ENVELOPE program. Take great care when 

you come to typing in DATA statements, it is very easy to make a mistake! 
Once it is typed in SAVE it to tape - just in case when you run it the Vic 
decides to crash. 


Summary of MINI ENVELOPE 


Parameter table 7424 to 7676 (divided into blocks of six bytes): 

Byte: Function: 

1 length of note (must be either 0 or between 2 and 255 

2 voice 1 

3 voice 2 

4 voice 3 

5 voice 4 (white noise) 

6 volume 

The Vic will finish after playing all 42 notes or upon finding a 

zero for the length parameter. 

Once you have typed in the program you still have to write music for it 
Bad memories of early attempts at user-defined characters immediately 
come back to mind: scraps of paper everywhere, important pieces of 
paper mislaid or thrown out or eaten by the dog. But never fear: there is a 
program to go along with MINI ENVELOPE which should lessen the 
strain. 

ENVELOPE PLANNER allows you to experiment with the MINI ENVE¬ 
LOPE routine. Just type it in and load it after you run MINI ENVELOPE 
and you’re in business! 


How to use the 

envelope planner: 

When run the screen will display a column of words with values beside 
each word. Below this there is a constant menu displaying all the options 
available: ^ 


Key Function 


+ 


+ VAL 
- VAL 
UP 

DOWN 

PUT 

GET 

RUN 

SAVE 

LOAD 

CLR 


Purpose 

increase a value 

decrease a value 

move cursor up 

move cursor down 

put values into parameter table 

get values from parameter table 

execute music in parameter tape 

save parameter table to tape 

load a previously saved parameter table 

clear the working memory of all values - this 

command does not affect any values in the 

parameter table. 


*** MINI ENVELOPE *** 

10 POKE55,95 

11 POKE56,28 

12 CLR 

13 DATA7264:REM $1C60 

14 DATAA2,00,86,FF,78 

15 DATAA2,71,8E,14,03 

16 DATAA2,1C,8E,15,03 

17 DATA58,60,A6,FF, E0 

18 DATA02,F0,13,BD,00 

19 DATA1D,C9,00,F0,0C 

20 DATAC9,01,D0 f 17,A9 

21 DATA02,9D,00,1D,4C 

22 DATA71,1C,7 8,A2,BF 

23 DATA8E,14,03,A2,EA 

24 DATA8E,15,03,58,4C 

25 DATABF,EA, A6,FF,BD 

26 DATA00,ID,85,FE,E8 

27 DATABD,00,ID,8D,0A 

28 DATA90,E8,BD,00,ID 

29 DATA8D,0B f 90,E8,BD 

30 DATA00,1D,8D,0C,90 

31 DATAE8,BD,00,ID,8D 

32 DATA0D,90,E8,BD,00 

33 DATA1D,8D,0E,90,E8 

34 DATA86,FF,78,A2,D2 

35 DATA8E,14,03,A2,1C 

36 DATA8E,15,03,58,A6 

37 DATAFE,CA,E0,00,F0 

38 DATA05,86,FE,4C,BF 

39 DATAEA,8E,0A,9 0,8E 

40 DATA0B,90,8E,0C,90 

41 DATA8E,0D,90,8E,0E 

42 DATA90,78,A2,71,8E 

43 DATA14,03, A2,1C,8E 

44 DATA15,03,58,4C,BF 

45 DATAEA,**,**,**,** 

46 PRINT"[CLR][CUDX8]»TAB(3)"MINI ENVELOPE V3" 

47 PRINTTAB(5)"[CUD][CUD]COPYRIGHT BY" 

48 PRINT" JONATHON REYNOLDS" 

49 PRINTTABC5)"[CUD](APRIL 1983)" 

50 READL 

51 READA$ 

52 C=LEN(A$) 

53 IFA$="**"THEN63 

54 IFC<10RC>2THEN62 

55 A=ASC(A$)-48 

56 B=ASC(RIGHT$(A$,1))-48 

57 N=B+7*(B>9)-(C=2)*(16*(A+7*(A>9))) 

58 IFN<OORN>255THEN62 

59 POKEL,N 

60 L=L+1 

61 GOTO51 

62 PRINTL"'"A$"' ???":END 

63 PRINT"[CLR]** MINI ENVELOPE V3 **" 

64 PRINTTAB(3)"PARAMETER TABLE:" 

65 PRINTTAB(5)"7424 TO 7676" 

66 PRINT 

67 PRINTTAB(4)"EACH PARAMETER" 

68PRINTTAB(6)"SIX BYTES:[CUD]" 

69 PRINTTABC5)"£1 LENGTH" 

70 PRINTTABC5)"£2 VOICE1" 

71 PRINTTABC5)"£3 VOICE2" 

72 PRINTTABC5)"£4 VOICE3" 

73 PRINTTAB(5)"£5 VOICE4" 

74 PRINTTABC5)"£6 VOLUME" 

75 PRINTTABC6)"[CUD]START WITH" 

76 PRINTTABC7)"SYS 7264" 

77 PRINTTABC3)"[CUD]STOP WITH A ZERO" 

78 PRINT" FOR LENGTH PARAMETER":POKE198,0 
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You will notice on the left hand side of the column of words that there is a 
big arrow. This is your ‘cursor’; by hitting the F5 and F7 keys you can 
move this cursor up and down beside the words shown. 

Once you have positioned the cursor beside the word you want, you 
may change the value assigned to it by using the *+’ or ’ keys to 
increase or decrease the values. 

When you have finished defining one note you take your cursor up to 
the word ‘NOTE’ and hit the ‘4-’ key. You can now define your next note; 
and so on, up to 42 notes. To tell the Vic that you have finished your tune, 
make the length of the note after your last note equal to zero: otherwise 
the Vic will automatically stop after 42 notes or until it comes across a zero 
for the length parameter. 

When you have finished defining your tune you must place it into the 
parameter table using the PUT command. Hit ‘P’ to do so. Now it is possi¬ 
ble to run your tune by using the RUN command: hit ‘R’. 

You may wish to clear what is in the working memory by using the CLR 
command. Just hit ‘C’. This will reset all values to zero, but will not affect 
any values already in the parameter table. 

If you decide that you want to save the tune in the parameter table for 


later use the SAVE command by hitting ‘S’. Later you may like to recall the 
previously stored data, use the LOAD command by hitting ‘L’. But before 
you can start to modify the data you will have to recall it back into the 
working memory with the GET command - hit ‘G’. 

The shortest duration for a note is 2/60ths of a second (the program 
automatically converts durations of 1 to this value to avoid system 
crashes). The longest possible duration is 255/60ths of a second. 

The volume must be set with values greater than zero or you will not 
hear anything. The voices may be set with values between 128 and 255 for 
audible sound: refer to pages 135 and 138 and the chapter on music in the 
Friendly Computer Guide for what kind of sounds you can actually pro¬ 
duce. 

The obvious application for this program is in games. Now you can 
shoot your aliens and have your music too - in three-part harmony? 
More ambitious programmers may like to convert the program to 
allow more than 42 notes or convert the machine code so it will run 
with 8 or 16K in place. (Just change the branch addresses in the 
machine code.) Anyway, happy experimenting... 


*** ENVELOPE PLANNER *** 

10 CLR:DIMP(6,42):N=1:POKE650 , 128:POKE36879,8 
20 PRINT"[CLP)[WHT] [RVS]ENVELOPE PLANNER[RVO] 

30 PRINTTAB(6)"NOTE NO.":PRINTTAB(6)"LENGTH":PRINTTAB(6)"VOICE1":PRINTTAB(6)"VOICE2" 
70 PRINTTAB(6)"VOICE3":PRINTTAB(6)"VOICE4":PRINTTAB(6)"VOLUME":GOSUB9000 
100 PRINT"[HOM][CUDX2]"; 

110 PRINTTAB(12)" [CULX4]"N 

120 F0RI=1T06:PRINTTAB(12)" [CULX4]"P(I,N):NEXT 

200 PRINT"[HOM]":FORI=0TOP:PRINT:NEXT 

210 PRINT"[CUP] ->":I=PEEK(197):IFI=550RI=63THEN3000 

221 IFI=34THENRUN 

222 IFI=13THEN6000 

223 IFI=19THEN6100 

224 IFI=10THEN6200 

225 IFI=21THEN6300 

226 IF1=41THEN6400 
230 IFI=64THEN200 
240 IFP=0THBN1000 
250 GOTO200 d 

1000 IFI=5THENN=N+l:IFN>42THENN=1 
1020 IFI=61THENN=N-1:IFN<1THENN=42 
1030 GOTOIOO 

2000 IFI=5THENP(P,N)=P(P,N)+1:IFP(P,N)>2 55THENP(P,N)=0 
2020 IFI=61THENP( P, N ) = P ( P,)-1:IFP(P,N)C0THENP(P,N)=255 
2030 GOTOIOO 

3000 PRINT"[HOM]":FORX=OTOP:PRINT:NEXT:PRINT"[CUP] 

3030 IFI=55THENP=P-1:IFP<0THENP=0 
3040 IFI=63THENP=P+1:IFP>6THENP=6 
3050 GOTO200 

6000 GOSUB8500:PRINTTAB(7)"[RVS] P [RVO] WAIT":F0RJ=1T042:F0RI=1T06 
6020 POKE(74 24+((J-l)*6) + 1-1),P(I,J):NEXTI, J:GOTO8 000 
6100 GOSUB8500:PRINTTAB(7)"[RVS] G' [RVO] WAIT":FORJ=1T042:F0RI=1T06 
6110 P(I,J)=PEEK(7424+((J-l)*6)+I-l) 

6120 NEXTI,J:GOTO8000 

6200 IFPEEK(7264)O162THENG0SUB8500:PRINTTAB(4)"[RVS]PROGRAM ERROR[RVO]":G0T06230 
6210 GOSUB8500:PRINTTAB(7)"[RVS]RUNNING.[RVO]" 

6220 SYS7264 

6230 FORI=lTO500:NEXT:GOT08000 

6300 GOSUB8500:PRINTTAB(5)"[RVS]PLAY ON TAPE[RVO]" 

6301 IFPEEK(37137)O62THEN6301 

6302 GOSUB8500:PRINTTAB(5)"[RVS]LOADING DATA[RVO]" 

6310 LOAD"",1,1:CLR:RUN 

6400 GOSUB8500:PRINTTAB(6)"[RVS]PLAY & REC[RVO]" 

6401 IFPEEK(37137)062THEN64 01 

6402 GOSUB8500:PRINTTAB(5)"[RVS]SAVING DATA[RVO]" 

6410 POKE172,0:POKE173,29 :POKE174,2 55:POKE175,29 :POKE193,0:POKE194,29 :POKE186,1 
6420 POKE183,0 :POKE820,0 

6430 POKE187,52:POKE183,3:POKE185,1:SYS63109:GOSUB8000 
8000 PRINT"[HOM][CUDX11] ":GOTOIOO 

8500 PRINT"[HOM][CUDX11]";:RETURN 

9000 PRINT"[CUD][CUDX3] [RVS] + [RVO] +VAL [RVS] P [RVO] PUT[CUD]" 

[RVS] G [RVO] GET [CUD]" 

[RVS] R [RVO] RUN[CUD]" 

[RVS] C [RVO] CLR[CUD]" 

[RVS] L [RVO] LOAD[CUP]":RETURN 


9020 PRINT" [RVS] - [RVO] -VAL 
9030 PRINT" [RVS]F 5[RVO] UP 
9040 PRINT" [RVS]F 7[RVO] DOWN 
9050 PRINT" [RVS] S [RVO] SAVE 
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METAGALACTIC LLAMAS BATTLE AT 
THE EDGE OF TIME 

A fast and original game for the unexpanded VIC. Challenging 
and colourful, with good sontcs and a unique game action 
and design, this promises to be the most exciting new 3.5K 
VIC game since the introduction of GRIDRUNNER nearly a 
year ago £5 50 


LASER ZONE 

Experience Laser Zone - an utterly NEW totally 
ORIGINAL masterpiece of Video games design. 

Learn to control two spaceships at once Feel 
the EXHILARATION as, after long hours of 
practice, you control the two ships so that they 
function as a smooth, co-operative team! Feel 
the raw POWER as you lunge for the electro 
button and BLAST your enemies into expanding 
clouds of SPACE JUNK!! Feel the humiliation as 
a carelessly aimed BLAST slams into the side of 
your last remaining ship!! 8K expansion required. 

Available for Commodore 64 £7.50 
and VIC-20 £6. 


<Hi M ,nter has taken Gndrunner - the game that 

topped bestseller charts in USA and UK and 
^ : ff jJPF created an awesome sequel. 

Graphically superb, it features multiple screens, new 
aliens and attack waves, mystery bonuses, 
renegade humanoids, deflexor fields, diagonal 
„ tracking, countdown/panic phase and much, much 

. more . 

Packed into 20 mind-zapping zones and 
accompanied by incredible sonics 
8K expansion required 
Available for Commodore 64 £7.50 

HOVER BOVVER and VIC 20 £6 

A totally original arcade game for C64 featuring outstanding graphics and a 
sound track created by a professional Piano Wizard. Gordon Bennet has 
m borrowed his neighbour s 

) Air-Mo lawnmower Mow 

your way through as 
many of the 16 lawns as 
. C. ’ > you can before the 
pursuing neighbour 

jMEAMm retrieves his mower Set 

JhnSl your dog onto the 

/q/fMwtKp neighbour to help you out 'W' ? 

A of tight spots and don t 

annoy the gardener Try Sgtr ' t 

3% not to plough through the Ilk 

neat flower beds or * ^ ^ ^ 

overheat your mower 1 gJmk ^4 - — 

WBm^ ikvjlfi* REVENGE OF THE 

, MUTANT CAMELS 

* Kf W At last the long awaited sequel to Attack of W 

Am the Mutant Camels is available You are [11 

controlling a ninety foot high neutromum [if 
iffiHshielded, lazer spitting death camel; leading Jp 
a rebellion against your evil Zzyaxian of 
•§ overlords The game features beautiful 

* * smooth scrolling graphics and no less than 

42 different attack waves, more than any 
game in video history. The challenge of play 

wmmiml Wl11 ,ast for months as you battle to see 

what s on the next wave 


ATTACK of the MUTANT CAMELS 

Planet earth needs you! Hostile aliens have used genetic 
engineering to mutate camels from normally harmless beasts into 
90 foot high, neutronium shielded, laser-spitting death camels" 

Can you fly your tiny, manoeuvrable fighter over the mountainous 
landscape to weaken and destroy the camels before they invade 
the humans stronghold! You must withstand withering laser fire and 
alien UFOs. Game action stretches over 10 screen lengths and 
features superb scrolling, scanner 1/2 player actions and 
unbelievable animation! Play this game and you’ll never be able to 
visit a zoo again without getting an itchy trigger finger! Awesome 
m/c action! 

Available for k 

Commodore 64 £7.50. 


GRIDRUNNER 

Finally true arcade quality 
on the unexpanded VIC! 

Shoot down the segmented 
DROIDS invading the grid. 

Beware of the pods and zappers! 

The awesome speed, sound, and 
graphics gives you the best 
blast available for unexpanded VIC. 
Available for VIC-20 £5.00 
Commodore 64 £5.00 Atari 400/800 £7.50 


49 MOUNT PLEASANT, 
TADLEY, HANTS. RG26 6BN. 
TELEPHONE: TADLEY (07356) 4478 


All orders add 

50p postage and packing 


LLAMA SOFT GAMES NOW IN BOOTS. 
LASKYS AND MANY OTHER RETAILERS 
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EPROM PROGRAMMER MK3 


This advanced version of our Mk. 2 Programmer will program 
the popular industry standard 2516, 2716, 2532, 2732, 
2564,2764, and 27128 EPROMS. Disk-based software with 
all the essential functions for fast and reliable EPROM 
programming. 14 functions including Check-Empty, Prog¬ 
ram, Verify, etc; plus 6502 Disk Assembler and Assembler 
Hex-File loading (CBM or JCL Assemblers). With built in 
power supply and new custom case, this is the Programmer 
Commodore use at Slough! Price £299+'VAT including 
2716 personality card. 

IEEE BUS-ADAPTOR FOR 
VIC 20 AND CBM 64 

A superior adaptor at a reasonable price. This brand-new 
item allows you to use standard CBM/PET IEEE disk drives 
and printers with your VIC or 64. Many advanced features 
including: 


★ MINI-DOS support 

★ Batch file loading 

★ Gold-plated edge connec¬ 
tor for long term reliability 


★ Selectable default device 
number for load/save 

★ Multi-user bus sharing and 
simultaneous use of the 
serial bus. 


Supplied with instructions detailing these features plus many 
more. Price £59-I-VAT. 


JCL SOFTWARE 

47 London Road. Southborough. 

Tunbridge Wells. Kent 




JCL 700 WORKSHOP 


Superb NEW cartridge for the CBM 700. Your programs will 
become faster, more reliable, smaller and much easier to 
write! 

★ 10 TOOLKIT-type programming aids. 

★ Bi-directional screen scrolling. 

★ Enhanced BASIC with 39 new KEYWORDS. 

★ Comprehensive data input systems with efficient File Interfacing. 

★ DOS-SUPPORT available all the time. 

★ ASCII-editor for text and assembler files. 

★ Elementary word processing facilities. 

★ BANK-SYS, Kemal in every bank. 

★ Design and add your own BASIC extensions. 

★ Extra RAM in system bank. 

★ Comprehensive manual. 

Available now, price £120.00 -l- VAT. 

BUSINESS ROM 

The BUSINESS ROM for 4000/8000 Commodore 
Machines adds 25 additional keywords to BASIC. Super 
screen management & input systems coupled with efficient 
easy-to-use relative file handling . . . and more. Includes 
DOS-support. Used by many major UK companies who 
require the best! Price £80.00 + VAT. 

ROM PAGER 

ROM PAGER boards for 3000/4000/8000 machines give 8 
extra expansion sockets for ROMs or EPROMS, easy to fit, 
leaves user port free. Price £45.00 + VAT. 


Phone 0892-27454 
for data-sheets or 
contact your nearest 
Commodore dealer 
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Snowball was too new to have been reviewed 
when this ad. was placed, but here is a sample 
from the superb independent reviews of our first 
three adventures: 


BBC 32K COMMODORE 64 SPECTRUM 48 k 
LYNX 48K N ASCOM 32K ORIC 48K ATARI 32K 

These games are very much bigger than normal 
adventures yet cost £9.90 each. The number 
after each name is an estimate of how many 
weeks an ave r age player may take to solve the 
game - for your information. 

1. COLOSSAL ADVENTURE (4 weeks) 

The classic mainframe game ‘‘Adventure’’, 
with all the original puzzles plus 70 extra 
rooms. 

2. ADVENTURE QUEST (4 weeks) 

An epic puzzle journey through 
Middle Earth. 

3. DUNGEON ADVENTURE (8 weeks) 

Over 100 puzzles to solve and 
40 treasures to find. 

4. SNOWBALL (2 weeks) 

Save the interstar freezer, 

Snowball 9, in a huge 
space adventure with 
over 7000 locations. 

Note: a lot of 
players take 
much longer 
than the 
times above. 

Don’t be 
discouraged 
if you are one 
of them! 

\tS5IEISISXSXSIStSISIEk 


y 

3 

3 


“The Level 9 Adventures are superbly designed 
and programmed, the contents first rate. The 
implementation of Colossal Cave is nothing 
short of brilliant; rush out and buy it. While you’re 
at it, buy their others too. Simply smashing!’’ 

-SOFT, September 83 

“Of the programs reviewed here, the only one 
that is wholly admirable is Level 9’e Colossal 
Adventure.” - Your Computer, September 83 

‘“I found Dungeon exceedingly well 
planned and written, with a fast response. 

There are well over 200 locations and the 
description are both lengthy and 
interesting.” 

- Computer & Video Games, September 83 

‘‘This has to be the bargain of the 
year... If adventures are your game then 
this is your adventure.” 

Home Computing Weekly, 30th August 83 

“There are three excellent adventures on 
offer from Level 9 ... the descriptions are 
so good that few players could fail to be 
ensnared by the realism of the mythical 
worlds where they are the hero or 
heroine ... great fun to play. 

- Which Micro?, August 83 

Price: £9.90 each inclusive 

Level 9 adventures are available from 
good computer shops, or mail-order from 
us at no extra charge. Please send order, 
or SAE for catalogue, describing your 
micro, to: 

LEVEL 9 COMPUTING 
Dept 229 Hughenden Road 
High Wycombe, Bucks HP13 5PG 
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Screen scene for the Vic 

Our regular round-up of games reviews 


We get to see a lot of games here at Commodore User, so many in fact that we can’t handle all the 
reviewing ourselves — we farm out some of them, which is why our reviews have someone’s initials at the 
end of them. We look at everything we get, but we don’t necessarily print all the reviews we write: instead, 
we tend to stick with (a) all the best games we come across and (b) those games that you’re most likely to 
find in the shops or the mail order ads. 

Our games reviews are separated - this page for Vic games, page 55 for 64 games. 

How do we assess them? Well, basically we just play the games. Which may sound obvious, except that all the 
reviewers have seen so many games that they can apply a bit of comparative experience to the evaluation. 

We rate games out of five for each of four criteria. Presentation means how well the thing is packaged and 
how good it looks on the screen: dull graphics and poor sound get marked down here. Skill level refers to how 
much ^kill (of whatever kind) is required to play the game - so if pure chance is involved, the game gets a low 
mark. (But don’t dismiss it on that: some ‘chance’ games are great fun.) Interest is an answer to how well the game 
did at maintaining the reviewer’s interest in it. And Value for Money is obvious enough: it’s our overall conclusion 
about how it compares with other games and whether we’d buy it ourselves. 



A COUNTRY 
GARDEN 

Vic-20 (+8K) 
Keyboard or Joystick 
Price £7.95 


This is a Centipede-style game: v.'v 
your remote-controlled Mole 
must protect your garden from 
caterpillars, fleas and snails. The 
graphics are very clear and 
moderately clever; sonics are 
only ordinary (despite the little vX; 
tune at the beginning). 

I really liked this game but I 
think it needs tidying up a bit. 

My copy had a magic mushroom 
that I could shoot constantly, Xv 
gaining points as I did so: but it 
never disintegrated so my score 
just went up all the time. I also 
thought the way the bonus points 
were awarded was a bit strange; 
but I expect that was just me. I 


especially liked the way this 
game is playable for a novice or 
a younger child at first go - it’s 
always good to have an 
encouraging beginning. For the 
hardened games freak, however, 

I think this will not be so much of 


a challenge. JDC 

Audiogenic 

; background. JDC 

; Romik Software. 

Presentation: ■■■■□ 



Presentation: ■■■□□ 

Skill level: ■■■□□ 



Skill level: ■■■□□ 

Interest: ■■■□□ 


• 

Interest: ■■■□□ 

Value for money: ■■■■□ 



Value for money: ■■■■□ 


ALPHOIDS 

Vic-20 (Unexpanded) 
Keyboard only 
Price £5.99 


Since Romik puts an actual 
screen photo on its cassette 
covers you always see just what 
you are getting - unlike some 
companies whose artwork is 
excelled only by their 
imagination! In the case of 
Alphoids, what you get is an 
Invaders-cum-Space Rescue 
game with extras such as Space 
Worms that break up and have 
to be destroyed segment by 
segment whilst your laser fuel 
decreases and laser tube 
overheats and more aliens attack 
and acid rain falls from the 
heavens and ... 

A very hectic game to play, 
and an excellent version of this 
genre - though the graphics are 
only moderate and the sonics 
nothing to shout about. The game 
lacks any conclusion, though, as 
you don’t seem to be able to 


return to your Mother Ship no 
matter how clever you are - 
maybe I just wasn’t good enough, 
but the scenario set by Romik 
doesn’t suggest any return to 
safety. Screen clarity is very 
good despite the black 


ROMIK SOFTWARE A* 

PRESENT JSOtS 

RLPHOIDS 

_POR THE UNEXPANDED VIC 20 
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"A REAL ACTION SHOT OF THE GAME" 


WILL YOU BE THE SUPREME 
WORLD CHAMPION? 


ALIEN DEMON/ 
PLAGUE 

Vic-20 (Unexpanded) 
Keyboard only 
Price £6.95 


Another double game cassette 
from a name better known for 


; quick and cheap bulk packaging 
: of last month’s hit singles. This 
; one had just a hint more to offer 
: than K-TEL’s other offering: 

; Plague is an Invaders game but 
: with a multicoloured, multi- 

• directional feature which made 
; life interesting. Unfortunately 

: there were no instructions with 

• my copy so I had not a clue what 
: it was all about: the Aliens seem 

| to attack from several directions 
: at different levels and over the 
j whole screen. Interesting, but I 
; wouldn’t buy unless I had a 
! demonstration if I were you. 

I couldn’t get Alien Demon to 
: load at all so I mustn’t be too 
critical overall. At least worth 
checking out if "you see it in the 
shops, but I don’t think you will 
be impressed. JDC 

K-TEL 


Presentation: 


Skill level: 

■ ■■□□ 

Interest: 

■ ■□□□ 

Value for money: 

■ □□□□ 


BONZO 


Vic 20 (+8K) 


Joystick or keyboard 

Price £7.95 



This 8 or 16K game is a bit like 
Krazy Kong. It involves 
controlling a little workman to 
pick up boxes for points while 
avoiding the Bonzos. Each set has 
one more Bonzo than the 
previous one, but the boxes are 
worth more. Joystick or keys can 
be used; but if you use a stick, 
remember to turn the tape off - 
otherwise it doesn’t work and the 
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DEALER ENQUIRIES 
PHONE 
(0438) 

316561 
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NEW RELEASE 
for the 64! 

ORANGE 
SQUASH 


SOFTWARE 


3 MAGICAL GAMES FOR THE 64 



1PKKUP 


PIXIE PETE 

bmp . earn mxmmms. 

“*« mt«« m t»u# 




CRAZY CAVEMAN - Journey back to prehistoric 
times! A tribe of cave dwellers sends out a hunting 
party, but the men are scattered when they are 
ambushed by a huge sabre-toothed tiger! You are 
one of these hunters: a long way from shelter, you 
begin the hazardous trek home. On the way there are 
many dangers, like ROLLING ROCKS, DINOSAURS, 
DODOS AND PREHISTORIC BIRDS. £6.50 


PIXIE PETE - Deep, deep down underground, 
PIXIE PETE the pot-holer is digging for his survival. 
You control this dauntless pixie, and must help him 
dig his own maze to escape from DESMOND THE 
DRAGON for as long as possible, but if he comes in 
range; quickly engage your HYDROLIC RAM PUMP 
to blow him up. If you manage to destroy DESMOND 
he will return to haunt you as GORGO THE GHOST 
who causes many problems for PETE. 


, * 


< COMMODORE «• x»stk.k 

BLUE MOON - You are the pilot of an intergalactic 
spacecraft. Your mission is to rescue a sister-ship 
and her crew who are trapped on a hostile planet and 
to return with them to the safety of the Blue Moon. 
However, journeying across the vastness of space 
there are many hazards to negotiate, such as the 
deadly BLUE BOUNCERS, COMETS, BELL BIRDS, 
DROIDS and TECOM ALIENS. £6.50 


£6.95 

Top prices paid for quality COMMODORE 64 programs 

Gaines available from all good computer shops or direct from Merlin Software at the address below. 

MERLIN SOFTWARE, BUSINESS AND TECHNOLOGY CENTRE, BESSEMER DRIVE, STEVENAGE, HERTS. SGI 2DX 

TELEPHONE (0438) 316561 


u 


nosflic f" nosRic 

-H— 


YouVe read the game... now play the book... 


Book/cassette pack 

£9.95 


MY SECRET FILE 

Program by Phil Nathans 

Based on the best-selling Puffin book by John Astrop 

A personal database for your darkest thoughts. 

Do you have secrets you wouldn't even confide 
to your closest friend? Let alone your family? 

Do'you have secrets about your friends and family 
you wouldn't confide to anyone but yourself? 

At last, you're no longer alone. My Secret File turns 
your personal computer into a personal confidante. And to 
keep your confidences confidential, it’s even password protected 
because these days, you can't even trust your micro not to blab. 

Trust no-one: file your friends before they file you. 

Available for the: Commodore 64 isbn946855 30 7 Spectrum 48K isbn 946855 35 8 

BBC Micro B ISBN 946855 40 4 

Available from good bookshops and computer stores. 

Published by Mosaic Publishing Ltd 

Marketed by John Wiley & Sons Limited, Baffins Lane, Chichester, Sussex P019 1UD 
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keys do (a point not made in the :• 
instructions). 

The top ten high-scores can be j: 
recorded, up to 10 letters, and a :j 
‘rub’ facility is provided using j: 

one of the function keys. 

The game is a bit boring, :• 

however; after you lose a life it •: 
resets the ladders and boxes, :• 

which takes about 10 seconds ; 

each time ... :• 

set out. _ Audiogenic RB •: 


Presentation: 

■■■■□ 


Skill level: 

■■■□□ 


Interest: 

■■■□□ 


Value for money: 

■■■□□ 
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747 PILOT 

Vic-20 (+Super 
Expander) 

Keyboard and Joystick 
combined Price £6.99 


Up, up and away in your 
beautiful Vic-20? Alas, no. After a yy.- 
long search for something to •:*:*; 

make my Super Expander W 

cartridge come alive I was really :jxj: 
disappointed with this effort, and 
it grieves me to say so. 

As a flight simulation it is quite j:j# 
acceptable in terms of speed, 
thrust, load factor and so on; lots vX 
of things to keep you occupied 
as you indulge your Luke 
Skywalker fantasies. But the vjv 

graphics are feeble. It hardly j:j;X 

uses the Super Expander at all as ;Xj:j 
far as I could see, most of the jxj: 
display being in the form of 
digital readouts - boring, boring. 

I would gladly pay twice the yy'; 

price for something that did the X;& 
job properly. GRRRRRRRRRR!! ;Xj:j 

(See also the correspondence on vX 
this one in the January issue - 


Ed.) 

Victay JDC 

Presentation: 


Skill level: 

■■■□□ 

Interest: 

■□□□□ 

Value for money: 

■□□□□ 



GRAND MASTER 

Vic-20 +8K 
Keyboard only 
Price £17.95 


If you want all the features of 
chess, this is the one to buy. Nine X;X 
levels of play, automatic play 
mode (fascinating), endless 
choice of screen, border and vX; 
board colours (great), interlace 
mode for cranky TV sets, gives 'v.y 
hints, allows you to revoke a bad 
move (cheating), and so on. Xv 

Very easy to operate once you j:*X; 
have worked out all the yX; 

commands. And the square xjx 

board display makes it a bit j:jxj 
easier for beginners; I give this 
one top marks for graphic clarity jxj: 
because of the superb range of 
colour choices. Don’t worry about jjxj: 
the levels of difficulty offered by v.xj 
the different programs - almost :yyy 
anyone can win at the lowest yX 
level with a bit of practice, and Xj:j: 
very few players will win at the yyyj 
highest levels: so there is plenty 
of scope for everyone. j;j;X 

Audiogenic JDC X& 


Presentation: 

■■■■□ 

Skill level: 


Interest: 

■■■■□ 

Value for money: 

■■■■□ 


JETPAC 


VIC-20 (+8K) 


Joystick or keyboard 

Price £5.50 



At last a really excellent and jxj;j 
original new game for the Vic-20 
with 8K expansion. This is one of yyy 
the best games we’ve yet seen 
for the Vic: and the graphics are Xj:j; 
so good that it is easy to forget 
this isn’t a CBM 64 game. yjy 

Using either joystick or keys, xjx 
you control a spaceman with a *xj:j 
, jetpac. He can thrust himself yyy 
around the sky and fire his yy.*; 

impressive quadruple leaser X*:j: 

blasters at the numerous alients Xyj 
which drift across the screen. yjy 
The immediate task is to X;X 

assemble his spaceship which 


initially is in three parts. Once > 
assembled you collect six fuel > 
elements which appear at 
random on the screen and drop ;! 
them onto the assembled ship. At > 
the same time pieces of treasure > 
appear (gold, jewels, etc.) which > 
can be collected for extra bonus > 
points. The spaceship begins to :j 
flash once it is fuelled and the • 
object is then to enter the ship l 
without crashing into an alien, j 

and take off for pastures or 
planets new . . . where you *. 

collect more treasure, more fuel j 

and shoot yet more devious ; 

aliens. : 

Almost as exciting as watching ! 
Columbia land, this game cannot ; 
be faulted - it is thoroughly 
playable and totally addictive for ' 
all members of the family (except 
perhaps the dog). WG/PR 

Ashby Computers & Graphics l 


Presentation: ■■■■□ 
SkiU level: ■■■□□ 
Interest: ■■■■■ 
Value for money: ■■■■■ 



PIT 

Vic-20 (Unexpanded) 
Keyboard or Joystick 
Price £7.95 


Pit is apparently still selling well, 
so I had another look at it in case 
you haven’t come across it yet. 
Hans the Handyman must collect 
bags of gold from the pile at the 
right of the screen and get them 
safely home to his side by 
dodging the acid rain which is 
gradually eroding his protective 
covering. Hans has only three 
lives in which to grab as much 
gold as possible. 

The graphics are very clear; 
the walking figure is well 
simulated; and the whole thing 
seems bug free. The more gold 
you get faster falls the acid rain 
thus making the game harder 


and harder. That said, I still can’t 
see what is so exciting about this 


game ... 

JDC 

Audiogenic 


Presentation: 

■ ■■□□ 

Skill level: 

■ ■■□□ 

Interest: 

■■□□□ 

Value for money: 

■■□□□ 


PflRflmOUfIT 



OUTBACK 

Vic-20 (Unexpanded) 
Joystick only 
Price £5.50 


1 We’re in Hoppy Valley amidst 
j some effective scenery, 

I serenaded by ‘Waltzing Matilda’, 
j As Boss Roo, our sole aim in life 
: is to save baby kangaroos from 
j abduction by the Swagmen who 
j are descending menacingly with 
: the aid of balloons, 
j Thankfully we had the 
: foresight to erect a pulley system 
j on which we can zip up and 
; down with the aid of our trusty 
! joystick. Thus liberated from 
j gravity we can launch our arrows 
: with some precision to burst the 
j balloons. Hit a Swagman, 

; however, and he will retaliate 
! with a boomerang. Oh, and we 
; must keep on the ball in order to 
:• hit the bonus object at the top of 
j: the pulley. 

;• The scoring is crystal-clear, 
j: featuring double height text (such 
as we can all conjure up - cue 
I; for Mike Todd!). Each wave of 
j: Swagmen is marked by balloons 
of a different hue, and nastier tac- 
j; tics. 

In short, quite a lot in 3.5K with 
j; excellent graphics and sound 
effects. Definitely addictive, 
j: Paramount Software LS 



Presentation: 

■■■■□ 


SkiU level: 

■ ■■□□ 


Interest: 

■■■■□ 


Value for money: 

■ ■■□□ 
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£25 


A QUALITY 


UGHTPEN 


SUPERIOR PERFORMANCE 

•Insensitive to ambient lighting 
•Responds to different colours 
•Program accessible LED lamp readout 
•Switch for program control 


inclusive. 

Two different drawing programs 
provided free with each 
lightpen. 


SUPERIOR PROGRAMS 

•Tape storage of your work 
•Good documentation 
•User routines provided on tape and 
on printout 

Please state CBM 64, VIC-20, 

BBC or DRAGON 32 

Send cheque P.O. for £25 to: DEPT CU1, 

Datapen Microtechnology Limited, 

Kingsclere Road, 

Overton, Hants. RG25 3JB 

Or send SAE for details. Now available from good computer shops 
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SOPHISTICATED GAMES FOR VIC 20 


VIC CRICKET Realistic game of skill and luck with 
all the major rules of cricket correctly interpreted. 
Full scorecard, printer and game save facilities. 
Needs 16K expansion. £5.99* 

LEAGUE SOCCER League championship game 
for 2 to 22 teams/players. Automatic fixtures, full 
action commentaries, match facts. League tables, 
results check, postponed games, etc. Non league 
matches also playable - the VIC will even make the 
cup draw. Printer and game save. Needs 16K 
expansion. £5.99* 

WHODUNNIT? Twelve guests have gathered for 
drinks at Murder Manor. However one of them has 
more than drinks on his mind. Thrilling detective 
game for 1 to 6 players, with genuinely different 
murder every time. You can even re-name the 
suspects! Needs 8K expansion. £4.99* 

TOP OF THE POPS Money making game about 
the music business. Make your own records and 
see them climb the chart. Printer and game save 
facilities. Needs 8K expansion. £4.99* 

VIC PARTY Contains MASTERWORD, A DAY AT 
THE RACES, GAME X (Strip Poker), and 
CONSEQUENCES. Four games ranging from the 
serious to the ridiculous. All good fun - nothing 
offensive. Needs at least 3K expansion. £5.99* 

Available from 

SOPHISTICATED GAMES, 

Dept. CH, 27 Queens Road, Keynsham, 

Avon BS18 2NQ. Tel 02756-3427 
WRITE FOR DETAILS OF OUR FULL RANGE 

*P&P free (U.K.) only. All games sold subject to our 
conditions of sale, which are available on request 
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IMPORTANT ANNOUNCEMENT 
FROM BYTEWELL 


If you have difficulty in obtaining a C2N 
cassette deck Don’t panic. We have 
arranged with Microtech of Barry to supply us 
with an interface to allow you to use any 
domestic tape recorder to load and save 
programs on your Vic-20 or CBM64. 

Compatible tape decks also available. 


For full details please write enclosing 
stamped addressed envelope to: 


BYTEWELL 

203 Court Road, Barry, 
S. Glamorgan, CF6 7EW. 













































Epson and Vic 

Downloading the Commodore character set 

by Chris Durham 

Following on from my article on using the Epson FX-80 with the 64 (Commodore User 
October 1983), it appears that there are readers using an FX 7 80 with the Vic-20 who 
would also like to be able to download the Commodore character set. Always willing to 
oblige, here is a version of the program for a Vic CO with any size of memory. 





There are a couple of points to ; 
note. If you have an unexpanded 
Vic the program only fits if you 
leave out all the REMarks, 
including those on the ends of ; 
lines. 

Second, spaces which have 
been added for clarity can be :• 
omitted - apart of course from 
those inside PRINT statements. 

Next, the control codes have : 
been changed to readable 
strings. But you must press the 
relevant keys and not type them > 
out as shown (eg <CLR> means ; 
press SHIFT and CLR/HOME). : 

Lastly, the comments regarding • 


limitations of the program in the 
64 article apply equally to this ver¬ 
sion. 


Done it yourself? 


For those of you who may have 
tried your own conversion and 
had problems, there are one or 
two funnies when using the Vic 
which must be overcome. 

Because the Vic characters are 
double the width.of those of the 
64, the vertical lines are 
represented in memory by only a 
single bit in each row; the 64 


always uses two bits for a vertical 
line to avoid colour problems on 
the screen. Since the program 
only passes the middle six bits 
out of eight used on the screen, 
some characters lose their 
vertical lines completely. Line 195 
in the program overcomes this by 
adding a new vertical line to the 
relevant characters. 

Also, because the Vic can 
expand its memory so easily, 
lines 42 to 45 are needed to 
check how much memory is 
available and then reserve space 
for the character set accordingly. 
Lines 430 then resets the top of 


memory pointer; so after typing 
Xv! NEW your Vic will be back to 
normal again. 


Interfaces 


^ or people considering 
purchasing an FX-80 for use with 
the Vic, the majority of the 64 
xjx article is applicable. The Ibek 
interface works with both the 64 
IvX and the Vic-20, while a separate 
$. : X version of the RAM Electronics 
•Xv interface is available for the Vic at 
•••••*• the same price of £57.50, 
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10 REM ******************************************* 

20 REM PROGRAM TO DOWNLOAD COMMODORE CHARACTER SET 
30 REM TO AN EPSON FX-80 PRINTER - BY CHRIS DURHAM 
35 REM (VIC—20 VERSION - OCT 1983) 

40 REM ******************************************* 

42 IF PEEK(56)=30 THEN TP=24:60T045 

43 IF PEEK(56)>30 THEN TP=PEEK(56)-5 

45 POKE 52,TP:POKE 56,TP:CLR:REM RESERVE SPACE FOR CHAR SET 
50 PRINT"<CLRXCUR DN> SWOP CHAR SET INTO MAIN MEMORY” 

60 CS=32768:CL=CS+512:LOC=PEEK(56)*256+PEEK(55):ML=LOC 
70 PRINTCHR*(142):REM SWITCH TO UPPER CASE 

95 FOR A=0 TO 511:POKE ML+A.PEEK(CL+A):NEXT A:REM TRANSFER CHARS 
100 ML=ML+512:FOR CH=1 TO 27 
105 READ X:FOR A=0 TO 7 

110 IF CH<25 THEN POKE ML+A,255-PEEK(CS+(X*8)+A>:REM TURN INTO REVERSED CHARS 
115 IF CH>=25 THEN POKE ML+A,PEEK(CS+(X* 8 )+A): REM CHARS NOT IN EPSON SET 
120 NEXT A:ML=ML+ 8 :NEXT CH 

135 PRINT” CONVERT CHARS TO PRINTER FORMAT<CUR DN>" 

137 DIM B1( 8 ):FOR A=0 TO 7:B1(A+l)=2~A:NEXT A 
140 PL=LOC+729:MP=LOC 

145 FOR Y=PL TO PL+546:P0KE Y,0:NEXT Y 
150 FOR Y=PL TO PL+540 STEP 6 
160 FOR A=7 TO 2 STEP -1 
170 FOR B=0 TO 7 

180 IF (PEEK(MP+B) AND B1(A)) THEN POKE(Y+7-A).PEEK(Y+7-A) OR B1( 8 -B) 

190 NEXT B,A:MP=MP+ 8 :NEXT Y 

195 FOR A=1 TO 6 :READ X:POKE PL+X,255:NEXT A 
200 0PEN4.4 

210 REM TRANSFER EXISTING EPSON CHAR SET TO USER AREA 
215 PRINT#4,CHR*(27)j”R"jCHR*(0);:REM SELECT USA SET 
220 PRINT#4,CHR*(27);”:"}CHR*(O)jCHR*(0>|CHR*(0> \ 

225 PRINT”NOW TRANSFER COMMODORECHARS<CUR DN>" 

227 FOR L=1 TO 2:READFC,LC 

230 PRINT#4,CHR*(27);jCHR*(O)jCHR*(FC);CHR*(LC); 

235 FOR CH=0 TO 31:PRINT#4,CHR*(139 )} 

240 FOR A=0 TO 4 

250 PRINT#4,CHR*(PEEK(PL+(CH*6)+A));:PRINT#4,CHR*(O); 

255 NEXT A:PRINT#4,CHR*(PEEK(PL+(CH* 6 )+5)); 

260 NEXT CH:PL=PL+(32*6):NEXT L 

262 REM ALLOW ALL ASCII CODES (0-255) TO BE PRINTABLE 
264 PRINT#4,CHR*(27>;”I";CHR*(1);CHR*(27);"6”; 

266 PRINT“NOW TRANSFER CONTROL/ COLOUR CODES<CUR DN>“ 

268 REM ALSO INCLUDES CHARS NOT IN STANDARD EPSON SET 
270 FOR CH=0 TO 26 
280 READ CP 

290 PRINT#4,CHR*(27) ; “ 8 .” ; CHR* (O) j CHR* (CP) ;CHR* (CP) ; 

300 PRINT#4.CHR*(139) ; 

310 FOR A=0 TO 4 

320 PRINT#4,CHR*(PEEK(PL+(CH* 6 )+A))j:PRINT#4,CHR*(0)j 
325 NEXT A:PRINT#4,CHR*(PEEK(PL+(CH*6>+5)); 

330 NEXT CH 

335 REM SWITCH TO USER DEFINED CHAR SET 
340 PRINT#4,CHR* (27) ; "7." ; CHR* (1) ; CHR* (O) ; 

350 PRINT#4,CHR*(27);"E"5:REM SET EMPHASISED MODE 
360 PRINT#4:CL0SE4 

375 PRINT“<CLRXCUR DN> COMMODORE CHAR SET SELECTED<CUR DN>“ 

377 PRINT"**********************< CUR DN>” 

380 PRINT"TO SELECT EPSON CHAR SET, TYPE:” 

390 PRINT”<RED>PRINT#4.CHR*(27) ; ”CHR*(34) ”X"CHR*(34) CHR*(0) ;CHR*(O) ;<BLUXCUR 

DN>“ 

400 PRINT"TO RE-SELECT COMMODORECHAR SET, TYPE:” 

410 PRINT”<RED>PRINT#4,CHR* (27) ; "CHR* (34) ”X"CHR*(34) CHR* (1) 5 CHR* (O) ; <BLUXCUR 

DN>" 

420 PRINT“ENSURING STREAM 4 IS OPEN FOR PRINT OUTPUT.<CUR UP>" 

430 POKE 56,PEEK(56)+5:CLR:END 

1000 DATA80,5,28,95,92,30,31,94,65,85,86,87 

1010 DATA88,89,90,91,18,70,83,19,81,17,66,29,28,31,94 

1015 DATA72.90,101,222,239,353,192,223,160,191 

1020 DATA144,5,28, 159,156,30,31,158,129,149,150,151 

1030 DATA152,153,154,155,18,146,147,19,145,17,157,29,92,95,255 [•! 




















































££ robustn ess and reliability were 
W V excellent ... a really good feel to the 
action ... a pleasure to use ... not one 
game failed to load... nice professional 
...Ihkeit... very impressed c»a 

v ■*- (Vol. 2 Issue 5 June. ’83) 


DON 'T JUST TAKE 
OUR WORD FOR IT! 


SP.02 JUMPIN JACK 

. . .. .. . Cross a busy road and 

installat ons and treacherous river to get 

missiles in their under- Jack home. Joystick or 
ground silo Joystick keyboard. Multi-colour 

M/ ke w b0ard <?T QC Hi-ResGr. cn QC 

M/code. £7.95 M/code. £/. 95 


SUMLOCK MICROWARE 
SUPERB SOFTWARE FOR THE VIC 20 

irrnTfc: j., .t.t \ \ 
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SP.08 DESTROYER 

Battle against Sea Air with a deadly hombre 
attack with the in a western shootout 

destroyer H.M.S. play the computer or 

Victory. Joystick not 2nd player. Joystick 

SCffi7.95 


SP.03 TRIAD Defend 
your base against the 
suiddle fleets of alien 
hoverships. Joysticks 
or keyboard. 

M/code. 


Destroy the poisonous 
cacti and deadly 
scorpions to survive. 
Joystick or keyboard. 


i«i _ /\r* ui r\cy uudi u. 

£7.95 M/code. gg 


A STRO 


SP.04 GRIDTRAP Your man has been 
placed on a grid of traps which open after 
he walks over them. Defuse the time 
bombs in less than 60 seconds. 

Further hazards are presented by a series 
of mines scattered around the grid which 
cannot be walked on and a wandering 
BOOT which must be avoided. The more 
you play this one the harder it gets, bonus 
life 100.000 points. Programmed in 
Machine Code. Hi res Colour Graphics and 
novel musical sound effects. _ 

Joystick or key board control. £7.95 


SP.16 MULTITRON Lightning responses 
are demanded when manning your 
Starfighter through what can only be 
described as the biggest alien encounter 
of all time. Use your laser cannon, destroy 
or be destroyed. The Cosmic Phoenix. 
Space Turtles. Star Hoppers. Tri-Missiles. 
Warp Stingers, and Meanies defend the 
space lanes in wave after wave of invasion 
action... The ultimate journey now awaits 
you... The winding space corridor! Hi res 
colour graphics. Sound effects. __ __ 
Joystick or keyboard. M/code. £7.95 


SP.06 ASTRO 
FIGHTERS A space duel 
played by two players 
at once. Requires 
Joystick. __ _ _ 

M/code. £6.95 


Pilot your rescue craft 
through the asteroid 
belt and save the 
stranded crew. Joystick 
or keyboard.-_ __ 

M/code. £6.95 


ESCAPE Acompelling 
and exciting real time 
graphic space adven¬ 
ture game. Joystick 
or keyboard-,^ 
M/code. £9 


AND THE COMMODORE 64 


LW01 SKRAMBLE Enhanced 
features. Hi-res graphics. Sprite 
graphics. Synthysound. No. 2 
option. Pixel plot 
graphics. Screen _ __ ^ 
scroll £8.95 

L03 TRIAD Hi res graphics. Sprite 
graphics. Synthysound. Pixel plot 
graphics. 2 Player and __ __ 
gameleveloption. £ 8.95 


LW02 JUMPIN JACK Enhanced 
features. Hi-res multi-colour 
graphics. Sprite graphics. 
Synthysound. 2 Player option. 
Lady Frog. __ 

Crocodilesetc. £8.95 

LW04 GRIDTRAP Hi res 

graphics. Sprite graphics. 
Synthysound gggg 


SP.07 CHOPPER 
Attack and destroy the 
enemy base but watch 
out for guided 
missiles. Joystick or 
keyboard. -- __ 

M/code. £6.95 


ERICAN 


EXPRESS 


VJSA 


SP.17 AT THE CIRCUS 

Requires 3Kor more 
expansion Educational 
adding and subtracting 
prog ram for 4-8 yea r 
olds 3 Levels animated 
graphics, (not 
illustrated) £g gg 


SEND FOR YOUR SUMLOCK 
MICROWARE NOW OR FOR A 
FREE BROCHURE AND YOUR 
NEAREST DEALER 
INFORMATION 


SP.12 PUZZLE PACK 
A compendium of six 
intriguing puzzles and 
games for all-- 
thefamily. £ 0.95 


SP.14 DATA PACK 
A three program data 
file handling utility 
package and 
combined 

educational quiz.—^ 

£8.95 ** 


< 5 >° 6 i 834 m terra ware 

HtZ 3 3 198 Deansgate, Manchester, M3 3NE. 

E /u R ™ DEALERS AND BOOK SHOPS NATIONWIDE INCLUDING: 

& HUGHES - J0HN MENZIES. overseas export orders on a 

APPLICATION. ALL SOFTWARE IS FULLY GUARANTEED. PRICES INCLUDE POSTAGE & PACKIN^^^J 
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VIZASTAR 64 

THE INFORMATION PROCESSOR 

■ Spreadsheet ■ Database ■ Graphics 


I Extract from your information files I 
and include them into the worksheet f 
for fast, powerful calculations and 
easy reporting. 

I Instant, on-screen design of your 
information records. 


■ One word menu lines for easy 
selection of facilities. 

■ The high resolution grid pattern 
frames the worksheet giving an 
easy-to read display. 


I A1000 Row by 64 Column wide 
worksheet with large memory 
capacity and efficient usage. 

I Extensive use of‘Windows’ allows | 
you to view one part of the 
worksheet while working on 
another. 


I Add or remove items from your 
records without having to re¬ 
construct your existing information 
records. 

I Records up to 1,000 characters 
long with each item up to 250 
characters. 




■ Advanced spreadsheet features 
include individually variable column | 
widths, protected cells, a pro¬ 
gramming facility plus a wide range 
of maths functions. 


■ Supports virtually any printer 
-CBM, EPSON, JUKI, BROTHER, 
OLIVETTI and many others. 

■ Parallel printers require ONLY a 
low-cost cable. 


I Include information directly into 
the Worksheet from VizaWrite and 
almost any other system. 

I Simultaneous display of work¬ 
sheet and line or bar graphs. 


I Worksheet manipulation lets you 
Search, Sort, Copy, Move, Delete 
and Insert by row, column or a 
range. 

I Text editing facilities for letters, 
invoices, report headings etc. 


L 
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VizaStar integrates three important electronic an ordered and instantly retrievable form. This 


aids to your business or home office 
A fast and easy-to-use package - VizaStar is a 
comprehensive information processor that 
includes an electronic worksheet, information 
filing system and simultaneous on-screen 
graphics. 

VizaStar has been designed to incorporate 
the very latest in user-friendliness - so now you 
can handle your all-important information in 
many new ways and in a quick and effective 
manner. 

The information filing capabilities 
of VizaStar enable you to store 
your information onto disk in 



means that you can quickly pick out individual 
or entire groups of related information tc. 
create lists, statements, labels or reports. 

VizaStar is the ONLY program of its kind on 
the Commodore 64. Completely consistent 
with the VizaWrite word processor, VizaStar 
provides a totally comprehensive office 
system. 

VizaStar costs just £99.95 (incl. VAT) 
from your computer dealer and 
selected stores. Please write for 
more details and the name and 
address of your nearest 
dealer. 


l SOFTWARE 


VIZA SOFTWARE, 9 MANSION ROW, 
BROMPTON, GILLINGHAM, KENT ME7 5SE 
TEL: MEDWAY (0634) 813780 

Dealer enquiries welcome. 

















































Forth and the Vic: 

Part On e — an introduction 

by Richard Hunt 

end; then 90 on until y° u com ^ to the 

implementaticms on*tt^^c^nTe^The^ntentioif^was^ri^** li*? 1 * F °* th and some of its 
and a book, but such is the lenoth of «??i. WaS °. ri 5 lnall Y to review two cartridges 

with an article on Fottt ta m attemnt to £2L£^I e " evre , tha * f decid «l to preface™ 
Forth something of what it is all S£t° 6XPlain tC thOS ® Unfamiliar with a11 but the name 



First I consider it appropriate 
to set out what it is that I think 
qualifies me for this task. A 
reviewer may indeed have 
many qualifications; or he or 
she may have (in the magic 
words of Paul Daniels) “not a 
lot”. 

I have to admit that as a 
computer technician my qualif¬ 
ications are few and untutored • 
By early training I am a linguist ; 
and I have discovered that this . 
can be of help: computer lan¬ 
guages obey rules of syntax 
and grammar perhaps even : 
more than a living spoken lan- •*: 
guage. Application of what are 
essentially the same disciplines •; 
that enable a student to learn 
°ne language apply almost •: 
equally to a computer lan- :• 
guage. (A good examination •: 
question?) X 

I began with Forth before X 
Christmas 1982 and am still 
learning. But as a represent- 
ative of the great masses who 


X hav f inquiring minds (you do, 
don’t you?) and consider Forth 
x as a useful extension to one’s 
S learning, I feel that I am as 
v qualified as anyone to under- 
take the task. I offer no further 
•; apology to any reader who 
•: knows more than I! 

Forth is described by the 
;• pundits as a ‘threaded inter¬ 
im Pretive language’. As far as I 
. can tell this means that every 
: construction in Forth is ‘linked’ 

; to the preceding construction 
threaded’ — and is inter- 
preted at the complication 
stage. From now on I shall 
refer to a Forth ‘word’ rather 
than construction and place 
any Forth word quoted 
between square brackets thus 
[word]. 

Words worth 

“Words are all we have M . 
(Samuel Beckett) 

The most vivid feature of the 


Xv, language is its extensibility. At 
X : X the heart of Forth lies the Dic- 
£•£ tionary: a quantity of ‘words’ 
as primitives are com- 
;X\ piled in the dictionary, essen- 
Xv tia lly as a series of addresses 
X : : : ; which call up machine-code 
;Xv routines at run time. 

SS Each ‘word’ is linked to its 
;Xv predecessor, and interpretation 
be 9 ins by searching from the 
| ast (most recently-created) 

Vji ‘word’ back through the Dic- 
tionary until the ‘word’ is found 
•Xv and executed. 

XX; From these primitive 
vX ; definitions new ‘words’ may be 
X;X defined, each in terms of and 
iin ked to its predecessor in the 
;X : :; Dictionary. New ‘words” so 
Xv: defined are also compiled with 
:•:$ an address, but instead of call- 
i n 9 machine-code routines the 
addresses of the elements of 
l.'.-X; the ‘word’ are compiled and 
Xv: called as subroutines. (The two : 
•:;X mai n dialects, fig-Forth and 
Forth-79, differ in the ‘words’ 


•: supplied in the Dictionary but 
•: as will be seen deficiencies 
can be remedied easily.) 

New Forth words are defined 
by the user by means of the 
‘colon definition’ process. That 
: is, the Forth word [word] may 
: be defined for example as 

: word element 1 element 2 
: element 3; 

:• The colon begins the defini- 
: tion. The name of the ‘word’ is 
; [word] and its runtime action is 
. defined as elements 1,2 and 3. 

• T be definition is ended with 
the semi-colon. 


The equivalent in Basic 
would be: 


100 

110 

120 

1000 

2000 

3000 


IF A$ <> “WORD” 
THEN 120 

GOSUB 1000: GOSUB 
2000: GOSUB 3000 
REM continue search 
REM element 1 
REM element 2 .—, 

REM element 3 TO 
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£ 7*95 


51 Meadowcroft. Raddiffe, 

Manchester M26 OJP 
Tel; 061724 8622 

Quality arcade action games for the 

COMMODORE 64 

GflLflXIOHS The earth is being invaded by an 
alian force, the GALAXIONS have arrived from 
a dying planet, determined to destroy 
civilization as we know it. They came in 
formation, swooping and diving towards the 
planet earth. You and you alone can save 
mankind from the terrifying destruction the 

alians threaten us with. . > ul\ 14 1 ) 

100* Machine Code 
3 Lives r 

Bonus ship at 10000 
Progressive levels of play 

lavich hii 64 A fantastic version of 

this popular arcade game. 

100* Machine Code 
3 Lives, Bonus fruit, 

Power pills qc 

4 Very inteligant ghosts /* #3 

iHobtlt tU ri)C 5)iC0CllC In days of old when 
knights were bold and the sheriff was in power, 
to play this game guide Robin Hood, to Marian 
locked up in the tower, ^ 

100* Machine Code 
Sprite Graphics 

3 Lives 'a ■■ ■ 

12 Screens of arcade action t 

All our games are available mail order P&P included 
from the above address. Orders sent by return post. 
Also available from all good computer shops. 

Distribution, PROGRESSIVE London, 
PC.S. Darwen, CENTRE SOFT West Midlands 
ALPHA TAPES, Merseyside, TIGER, Cheshire, 
CALISTO, Birmingham, LIGHTNING, London, 
LEISURESOFT, Northampton. 





In this way the Forth Dictionary > 
may be extended at will, with 
each new word linking back to 
and indeed often dependent on • 
the definition of the previous 
word. . , : 

Other characteristics of the ; 
language to note are its use of a : 
data or parameter stack and the • 
infamous RPN (Reverse Polish : 
Notation, or ‘Postfix’ as opposed j 
to ‘Infix’ notation). : 

RPN is characterised by the j; 
placing of the mathematical < 
operator after its operand(s) : 
instead of in the position familiar • 
to us in ordinary algebra. For : 
example [2 4-2] because in RPN j; 
[2 2 +]. (Note: Forth demands at ; 
least one space between each : 
word. Numbers, even, are ; 
treated as words.) 

To return to the simple sum 
above, Forth places the arith- : 
metical sum (4) on the top of the 
data stack, deleting in the 
process the two operands. In this 
way stack manipulation permits 
much speedier number crunch¬ 
ing and avoids to a large extent 
the declaration of large quan¬ 
tities of variables as in Basic. 

There are some other features 
that should be mentioned. Most 
Forth systems use a screen of 64 
columns by 16 rows, 1024 charac¬ 
ters maximum per screen. 
(Where have I seen this number 
before?) Forth systems of source 
code are transferred back and 
forth (excuse me - small f!) 
between disk and disk buffers 
which are accessed for display 
by a [list] command. This too 
makes for speed and efficient, 
automatic storage of source 
code. 

The implication is that a 
cassette-based system is less 
well suited to Forth, and that an 
implementation of Forth for a 
home computer such as the Vic 
is likely to be limited in this 
direction... 


Disciplinary Proceedings 

*Discipline must be maintained...” 
(Charles Dickens, Bleak House ) 

The technique for writing pro¬ 
grams in Forth differs from pro¬ 
gramming in Basic, especially if 
you expect to sit down at your 
machine and compose code 
directly on to the screen. It is 
probably true that a Forth pro¬ 
gram is always conceived on 
paper first, so that each step may 
be duly considered and its most 
primitive ‘word’ identified and 
compiled first. 


This is sometimes described 
as ‘top down’ programming, 
though in one worthy periodical | 
recently I saw it described as 
‘backwards’ programming! In j 
effect the object of the program 
is stated at the outset and then in j 
increasing complexity the detail I 
of the individual modules and I 
routines derive from this object. | 
It can bear repeating that a 
new word can be defined only in 
terms of existing words. There¬ 
fore logical thought and con¬ 
struction is imposed upon the 
programmer even before he or 
she starts to compose source j 
code. In other words, the pro¬ 
grammer must define the com- 
plete structure and content of the 
program so that the most primi¬ 
tive levels of word definition are 
identified. Discipline! 

The concept of discipline in 
programming seems to be 
something of an anathema, cer¬ 
tainly to our younger brethren 
who are brought up on Basic and ; 
interactive machines in the home j 
and at school. There is a serious 
argument that Basic is not a suit¬ 
able language for beginners 
after all, simply because pro¬ 
gram structure can be non- 
existant unless it is imposed 
from outside. Forth does not 
have this disadvantage. 

Moreover, it is faster in execu¬ 
tion than Basic because of the 
; way a system is constructed 
: Forth’s inventor (if that is the 
| right term), one Charles Moore, 

: produced it because he saw a 
: need for greater productivity in 
; terms of program output. Forth is 
: designed to test and debug code 
; asitisenteredtothecomputer.it 
: is fast in every sense. 

For these reasons then, I 
: commend Forth to you for 
: serious study and, equally 
important, for the mere fun and 
f. enjoyment of creating your 
:• own words! 

Next issue I review the VIC- 
;• FORTH cartridge produced by 
I; AB Datatronic in Sweden and 
sold here by Kobra. Following 
:• that will be a review of The 
•; Complete Forth , a new book 
by Alan Winfield published by 
•: the Sigma Technical Press; 

: and a review of the Audio- 
genic Forth cartridge is on the 
stocks too. 

For further reading, essen- 
tial to the reader who wishes 
•: to learn Forth properly, there 
are a number of books that can 
*•: be recommended. The stand- 
> ard textbook has undoubtedly 
been Starting Forth by Leo 
j: Brodie (Prentice-Hall); The 
v Complete Forth by Alan 
Winfield is also good. [21 
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Codewriter puts 
computers within 
everyone y s grasp ! 

You needn't be frightened off 
by the technology of 
computers, because anyone 
can use one with Codewriter. 
You work in plain English, 
whilst Codewriter writes all 
the basic code. 

Within minutes y ou have 
written your own personal 
program for whatever 
y our need. 



Codewriter is computing ! 



|i DYNATECH 

MICROSOFTWARE 

Rue du Commerce, Bouet, 
St. Peter Port, Guernsey, 
Channel Islands. 
Telephone (0481) 20155 
Telex 4191130 





































Business on the 64 

An introduction 
to business packages 



With all that memory and processing power the Commodore 64 is bound to tempt some 
people away from games to more serious applications. Anyone with business interests and 
a Commodore should sooner or later ask the question: what can this machine do for mv 
business? 3 

Tony Harrington offers some answers - and some advice. 


It is a very specific sort of ques¬ 
tion, to do mainly with price. If 
you’re considering a 64-based 
business system you are think¬ 
ing about a different beast from 
the £ 1,500-plus business 
micros like the IBM PC, the 
Sirius, even Commodore’s own 
‘big’ business systems like the 
8032 and the 700. 

How different? Well, the 
minimum configuration you 
can get away with as far as 
using the 64 for business is con¬ 
cerned is the computer, the 
cassette recorder and Commo¬ 
dore printer. In price terms this 
is less than a quarter of the cost 
of what I would call the main¬ 
line micro-based business sys¬ 
tems. 

But it’s all swings and round¬ 
abouts. You save money on this 
low-cost configuration: but you 
lose out on the benefits of fast 
data storage and information 
retrieval that comes with disk- 
based programs and plenty of 
storage and processing power. 

Programs written for the 
business micros take advan¬ 
tage of the fact that the twin- 
floppy drive set-up can use 
both a work and a data disk. 
The programs, needless to say, 
can be larger and more com¬ 
plex than anything you can get 
on a cassette. And they can do 
all the good things that fast 
read and write facilities allow. 

The business programmer 
working with a cassette-based 
64 has to do everything within 
the internal memory capacities 
of the machine. He or she can’t 
expect the user to save every¬ 


thing to a cassette every two or 
three minutes: it would be too 
slow and too dull. 

Yet despite these restric¬ 
tions, there is no shortage of 
cheap business packages for 
the 64. A number of different 
business programs by various 
suppliers aim to use the 64’s 
potential to solve your account¬ 
ing problems. 



_ The crunch 

But before you rush to com¬ 
puterise your business on a 
shoe string budget, consider 
this: the capital investment 
cost is just the tip of the 
iceberg as far as business 
systems are concerned. No 
matter what computer and 
what programs you buy, the 
real costs are in setting up and 
maintaining a working system. 
It takes hours and hours to key 
in the data for even a minimal 
accounting system. 

And if you do all this and 
then find that the programs you 
have bought are inadequate for 
the job, a lot of effort will have 


gone for nothing. If you have 
staff that are involved, you 
might well succeed in frighten¬ 
ing them off computerisation 
for good. At the very least if 
you decide to press on with a 
different supplier’s programs 
after one disaster you’ll have to 
do all the data entry work all 
over again. 

The other aspect of the prob¬ 
lem is that when you start shift¬ 
ing your vital business records 
on to a computer, you run a 
major risk. Lost data here 
doesn’t just mean a few hours 
of programming time wasted - 
unless the right precautions 
are taken it can mean losing 
track of vital transactions and 
invoices. Cash that should have 
come to your pocket won’t: and 
invoices that you should have 
paid won’t be met. The result? 
Trouble all round. 


The good news 

On the other hand, if it is done 
properly, then computerising 
your accounts should mean 
just the opposite. It should 
mean increased efficiency, 
prompt access to vital data 
and the smooth generation of 
reports, invoices and ac¬ 
counts. 

Before looking at business 
programs for the 64, it is worth 
asking yourself what you 
should expect from such appli¬ 
cations. Accounting systems 
cover the sales, purchases and 
nominal ledgers, stock control 
and sales invoicing as well as 


other, more exotic applications 
like sales order processing 
and bill of materials. 

Payroll is a separate area 
and needs to be considered in 
its own right. I am going to limit 
this introduction to a consider¬ 
ation of the three main ledgers, 
namely sales, purchase and 
nominal. 


The sales ledger 

In a sales ledger the basic re- 
quirements stay the same re¬ 
gardless of whether you keep 
the books by hand or on a com¬ 
puter. You need a customer 
master file and you need to 
keep track of the current trans¬ 
actions between you and your 
customers. 

The sales ledger programs 
provided by leading suppliers 
of business systems software 
for the £1,500-plus machines 
vary primarily in the amount of 
detail you can record on the 
customer master file. When it 
comes to cassette-based pro¬ 
grams for the 64, the limitations 
on this sort of data become 
quite drastic - as we will see in 
future reviews. 

In general you need to re¬ 
cord the customer name, an 
address and the telephone 
number. You will also want to 
be able to identify each cus¬ 
tomer by a unique customer 
account number. You might 
also want to keep additional 
details like the credit limit as¬ 
signed to each customer and a 
contact name at that custom¬ 
er’s site. 
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Sales ledgers can be run as x 
either a balance brought for- 
ward or as an open-item sys- 
tem. The difference is that in a x 
balance brought forward sys- >: 
tem, the history of what has 
happened between you and x 
any particular client is cleared •; 
off the system at the end of 
each accounting period. All j: 
that is carried forward is the •: 
balance still owing on that ac- :• 
count. (In the more sophisti- •: 
cated balance-foward sys- •• 
terns, that balance will be 
‘aged’ - that is, it will show how • 
much of the amount has been • 
outstanding for 30 days. 60 : 
days and so on.) 

An open-item sales ledger, j 
by contrast, keeps a history on : 
each customer’s account of all ; 
transactions that have not yet • 
been paid off. If someone buys : 
50 crates of widgets off you and 
sends in a cheque for 30 crates 
at the end of the month, the ac- : 
count (once it has been up¬ 
dated) will show the date that 
the 30 crates were paid for, and 
it will display the fact that there 
is an amount still owing for 20 
crates. 

With both systems, the only 
way to keep a full record of all 
the transactions (both fully 
paid-up and still owing) that 
you have done through a year 
is by the regular printing and 
filing of all the postings to all 
the accounts. 

The postings routines (that 
is, the procedures for entering 
transaction details against cus¬ 
tomer accounts) should be 
able to cater for different types 
of transactions. At the very 
least, the system should recog¬ 
nise the difference between an 
invoice and a credit note. If 
someone is returning goods for 
whatever reason, and being 
credited for them it is not 
enough to post a negative bal¬ 
ance to his account: You need 
to be able to put through a 
proper credit note. 

Because customers, particu¬ 
larly companies, tend to pay 
lump sums which you (or your 
E3 sales clerk) then have to allo- 
S cate against particular transac- 
§ tions, you need a way of han- 
§ dling cash allocations. 
g To get the best out of your 
o computerised system you 
° need reasonable reporting fa- 
40 cilites. After all, if you are hold¬ 


ing data on all your customers, >j 
why shouldn’t you be able to 
sort it and analyse it quickly j: 
and easily? That’s what com- :• 
puters are supposed to be •: 
good at, after all. 

So in addition to your sales :• 
ledger day book, with its his- 
tory of all the transaction post- j: 
ings, you should be able to get :■ 
reports on things like credit •: 
hmits, sales analysis reports, •: 
turnover and so on. Customer :• 
statements, of course, are a > 
necessity and the system j: 
should produce these as a mat- :« 
ter of course. 

But remember: the more in- > 
formation you want to process « 
and store, the harder it gets for : 
a cassette-based system to ; 
cope. 


Purchase control 


Purchase ledger systems have : 
a lot in common with sales : 
ledger packages. The sales j 
ledger keeps track of what is : 
owed to you: the purchase : 
ledger does the same for 
amounts you owe to others. 

Because they deal with pay¬ 
ment, many purchase ledger 
packages have additional facil¬ 
ities for producing printed 
cheques or bank giros. You are 
unlikely to find this kind of 
sophistication in cassette- 
based programs for the 64. But, 
as with the sales ledger, you 
: will need a master file and a 
; transaction history file, as well 
| as a set of posting routines to 
: update and maintain both files, 
j And you will want to be able to 
: get reports from your system. 

In place of the customer 

• master files, you will need a 
: suppher master file. Ideally, 

: the supplier master file will be 

• able to record the discounts of- 
: fered by various suppliers: this 
: simplifies the preparation of 
; remittances. 

Anything claiming to be a 
: : purchase ledger program 
should be able to show you the 
:* *• year-to-date value of all the 
purchases made from any par- 
:• ticular suppher and at least the 
> current period payments * to 
•: that supplier (with printed re- 
cords of previous period pay- 
:*• ments). It should also provide 
j: an aged analysis of items you 
have left unpaid. 

Remember that you will 


probably want to pay certain •: 
suppliers the same amount :j 
every month. So a facility for •: 
automatically generating these j; 
remittance notes and updating :j 
the supplier accounts with the j: 
values is definitely handy. :• 
Again, though, this is likely to :j 
be beyond the scope of a tape j: 
package. j: 

You will also want to be able 
to look through a pre-payment •: 
hsting of what you owe to all 
your suppliers so that you can 
make up your own mind how •: 
much to pay to whom. There :• 
should then be some simple > 
way of going through and pay- •: 
ing each account. This again |: 
assumes that the package can > 
generate proper remittance j: 
notes. : 

The more sophisticated PL j 
packages allow you to use : 
selection criteria to generate : 
payments. For example, you • 
might tell the program to pay : 
everyone you have owed more : 
than £100 for over 30 days. This j 
sort of refinement involves : 
fairly extensive sorts and ; 
searches on your data, and j 
once more it’s hard to do on 
cassette. 

Because there will be occa¬ 
sions when you will get a re¬ 
fund from a supplier (for dam¬ 
aged goods, or whatever), the 
purchase ledger system has to 
have a way of recognising 
credit notes. 

Posting transactions to the 
PL should be as simple as pos- 
: sible. They will be based on the 
; invoices and credit notes sent 
: to you by suppliers, plus any 
: journal adjustments. 

Because postings are nor- 
: mally done in batches, the pro- 
: gram should have all the nec- 

• essary controls associated with 
:• batch entry. For example, 

•: batches should be totalled be - 1 
:• fore they are entered. This 
:• ‘control total’ then acts as a 
: check to see that all the 
'• amounts in the batch have 
: been entered correctly. The 
: program should not allow you 
: to finish a batch until the 
: amounts input on all the invoi- 

• ces add up to the control total. 

You will not always want to 

> pay a particular supplier in full 

> at any one time. Alternatively, 
■: you might want to pay two or 
j: three different invoices for that 
: : supplier simultaneously. Be¬ 


cause of this, you need a facility 
for allocating payments across 
several invoices in a supplier 
account. 

As far as management infor¬ 
mation from the PL is con¬ 
cerned, in addition to the pay¬ 
ment hstings you should de¬ 
mand an aged creditors report. 
You’ll also need one which 
shows the total invoices posted 
for the accounting period bro¬ 
ken down into goods values, 
VAT values and goods plus 
VAT. This last report should 
also show the total cash paid 
out by you to your suppliers for 
the period and the total of any 
credit notes received. If you 
can get all this from a cassette- 
based program, you will be 
doing very well. 


Nominal ledgers 


The last of the three main 
ledger programs is the nominal 
ledger, sometimes called the 
general ledger (especially in 
the States). It’s at the heart of 
any accounting system: it con¬ 
sists of a series of account 
headings under which you 
classify all your income and ex¬ 
penditure, and it aims to pro¬ 
vide you with a total picture of 
what is happening to your busi¬ 
ness. 

Because it is a complex pro¬ 
gram which works best when it 
is fully integrated with other 
ledger programs (so that 
values can be transferred and 
accounts updated automati- 
: cally), this is not the sort of pro- 
: gram that can be squeezed on 
* to a cassette. Nominal ledger 
: programs on tape usually limit 
; themselves to adding up what 
: you are owed and what you 
; owe: so they present you with 
;• just two totals, rather than a de- 
: tailed analysis of your busi- 
j: ness. 

The reviews 

: We have a series of reviews 
: over the following months on 
: ledger programs - next issue 
: we look at the cassette-based 
: SIP accounting system. You 
: can draw your own conclu- 
sions on whether this type of 
package meets the require- 
•: ments I have outlines here. 

It’s all a question of deciding 
•: what you can live without. B 









































FERRANTI AND DAVENPORT LTD. 

IE 


FERRANTI HOUSE, 
GRAFTON WAY, 
BASINGSTOKE, 
HAMPSHIRE RG22 6HY. 
TEL: (0256) 69966 


* DEALERS *■ 

WE ALSO DISTRIBUTE OVER 400 
TITLES NATIONWIDE • 24 HOUR 
DELIVERY SERVICE • RING DAVID 
GILES FOR DETAILS 
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Instant Competition 

If you want to submit more than one entry, you're welcome to do 
so: at least one of them must be on the form, the others should 
be on a separate sheet with your name and address on the 
sheet. 

The five best entrants, those with programs that do as much as 
possible in a single line, get Fame. Exposure, Success, and a 
sweatshirt (not necessarily in that order). 

Use the form below. Remember, you can use Basic abbreviations 
in you 88-characters-per-line maximum, and if you call it line T, 
that saves one whole character... 


Win a Vic or Commodore User 
sweatshirt! 

It’s simple to enter: write a one-line 

program 

No real restrictions, though we do ask for original offerings — and 
do use the form below! But you can use Vic or 64, and on the 
Vic you can assume any memory size and/or the Super Expander 
if you want. 



WINNERS OF THE DECEMBER SINGLE-LINE COMPETITION 

A surprisingly small number of entries for this 
one, but some surprisingly good ideas among 
them. Here are our five sweatshirt winners (in 


2.PRIHTB"TW£S"I - 




■pa® 198 '* -(f 2 nf Vogn eia ’ 


no particular order of merit!): all but one run 
on the unexpanded Vic. Bear in mind that 
you’ll have to use abbreviations (Appendix D 
of the Friendly User Guide) to enter them. 




<,o££ At ° n 

h so «ie adju st 


^ Chris Ratcliffe from Malvern 

;c*jss,-rj?^s p—*, 

the line. You have to cursor WlU n0t actuall y en ter 

time. Clever and impressive though Pr6SS retUm 3 Second 


• neat and cleve^miho DeWs bury J 

^£•3 subrouSj 6 ■a^rcooM be very 


1 PRINT'TIMES TSBLES”:INPUT"N0“iB : F0RI=lT012:PRIHTa ,, TIMES"r , *"I*f|- 

NEXT •• POKE 198>0 : WflIT198^ 1 GOTO! 

xdrp Wedge from Folkestone 

apparently foolproof and accurate multiplication ta _e 


. an i 


SINGLE-LINE COMPETITION 


Entry: 

Name: 


Address 


i 


8 


Preference: Q] Commodore User □ Vic Computing 

Size: OS \JM QL \JXL 

Send to: Competition, Commodore User, 

The Metropolitan, Enfield Road, London N15AZ. 








































































































































USER FRIENDLY MACHINE LANGUAGE 


A = 42 
X = 0 
£A 

MX = A 7680 
MX = A 38400 
X+ 

IF#£A 

RTN 

GOTO £A 


GET PLOT ?A SA LO VE LI RU 

Tape for any Vic-20 with jargon free 
introduction to machine programming 


UF 65 ^ 2 . 



Cheque P/O £12 

SYD PIDD, ALNE, YORK, Y062 2LQ 


Business Electronics Ltd. 

'The Microcomputer Speclalisrs' 

RONA/NHAMS HOUSE,ROWNHAMS,SOUTHAMPTON SOI 8AH 
TEL SOUTHAMPTON [0703J 738248/ 739092 (Sales) 

for 

CBM 64 ★ 700 ★ BBC MICRO ★ APPLE * SIRIUS 

Also ffiicMD-iiisgii] in the Basement of Plummers 

Above Bar, Southampton Telephone 0703-25903 


MANCHESTER. 

Commodore appointed VIC 20 dealer. 
Permanent shQwroom-shop display. 
Hardware-Software* Accessories. 
Books-Service-Maintenance. 

Personal computers with Personal service. 

198 DEANSGATE, MANCHESTER. 
TELEPHONE 061 834 4233. 


U.p.C Vic 20 & 64 

™ ™ SALES & SERVICE 


COMPUTERS 


SAY YES FOR COMMODORE 
HARDWARE, SOFTWARE & PERIPHERALS 


YORKSHIRE 

ELECTRONICS 

SERVICES 

LIMITED 


Caxton House, 

1 7, Fountain Street, 
Morley, West Yorkshire 
Tel: 0532-522181 


"Sherborne SSesigns 


Dust Covers 


Durable quality covers in 
a soft p.v.c. with cotton 
binding 


Vic-20/Commodore 64 £2.95 

Cassette State old or new £1.95 

★Pet 4000/8000 Computer £4.95 

★Pet 8096 SK System £6.95 

Vic single Disk Drive £2.95 

Printers/526/1625/1525 £2.95 

★Pet Dual Disk Drive £3.95 

Specials made to order 
Vic Carrying Case £15 

Prices include P&P and V.A.T. 


USE THIS SPACE 

To promote your products to 
Commodore 64 and Vic 20 enthusiasts 

FOR AS LITTLE AS £30 A MONTH 
Just ring Cathy Lane or Roland Richardson 
on 01-241 2417 

We’ll be pleased to hear from you 


"Victory House", 8A, The Rank, North Bradley, Trowbridge, 
Wilts. BAH 9RP Tel: (02214) 4425 


B 


veryman 
omputers 

YOUR FRIENDLY 
COMPUTER SHOP 
IN WILTSHIRE 

VIC PRINTERS 
DISC DRIVES 
SOFTWARE 
DUST COVERS 
BOOKS, CARTRIDGES 



14 Edward Street, 
Westbury, Wilts 
BA13 3BD 

(0373) 864644 


Commodore 64 -THE BEST VALUE ON THE MARKET 



DERBY 


CBM64 AND VIC20 DEALERS 

We have the largest selection 
of hardware, software and books 
in the area. 

FIRST BYTE COMPUTERS, 

10 MAIN CENTRE, 

LONDON ROAD, DERBY. 

TEL: 0332 365280 


kemp 



THE BEST BUSINESS SOFTWARE 
ON ANY HOME MICRO 

COMMODORE 64 48K SPECTRUM 

“Easy to Use ” Personal Computer News. 

“At last viable business software for the Sinclair ” 

ZX Computing. 

“Very easy to use . . . very good . ” Soft. 

Sales Ledger Up to 1200 entries per month 
Purchase Ledger ,, 

Stock Ledger ,, 

Stock Control Unlimited entries 
Suitable for limited companies, partnerships, etc. 

48K Spectrum £14.95 each. 

Commodore 64 £24.95 (ring for availability) 

Access/Barclay card — Logic Sales 01-882 4942 

Available at Spectrum Computers For All, Selfridges and 
all good computer shops. 

Distributed by Microdealer U.K., P.C.S. Distribution, and 
T.W. Distributors Ltd. (Eire). 

Cheques/P.O.’s to 

Kemp Limited, 43 Muswell Hill, London N10 3PN 
Hotline 01-444 5499 
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terpod: Free-standing interface giving IEEE488 
d RS232C capabilities to CBM64/VIC20_ 


£99.95 


an 




BASIC COMPILERS 




senes 


SPECIAL OFFER 

Order 5 or more Interpod and get a free Portspeedl 

ices are exclusive of VAT. There is also a small charge for 
and packing. Dealer discounts are available on all products 

nt thp 7DD rm^-rnmnilpm 


125.00 except the 700 cross-compilers. 


1000 series £75.00 Compilers are supplied ex-stock; lnterpod supplied 7-days 


CROSS-COMPILERS FOR BASIC 

Panspeed: Compiles source on 8000 series to run 


ex-stock. 


on CBM 64__ 

X-64: Int 
giving machine) 

B-Port: Compiles source i 
700/B-128 series 


COMMODORjjsOratfARS.J 

— b i o.OO Nat j ve compilers for the CBM 64 and the 700/B-128 are 
only from Commodore. 

able on CBM 64_.£125.00 




im 


X-700: Integer compiler compiling on 8000 series 
giving machine code executable on 700/B-128 1 


xford Computer Syst 

ensington Road. Wood: 
elephone (0993) 8127i 


orcware; Lta. 

)xford 0X7 UR. Eng 
>x 83147 Ref.OCSL 


WSA 


ACCEPTED 


VIC 20 


32K SWITCHABLE TO 
3K, 16K, 24K, BLOCK 5. 

£49.95 inc. VAT 

16K SWITCHABLE TO 3K. 

£34.95 inc. VAT 


VICSPRINT 64 CENTRONICS 
ADAPTER CARTRIDGE 


£57.50 

16K STANDARD 

£27.95 


inc. VAT 


inc. VAT 
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ALL UNITS GUARANTEED 2 YEARS. ADD £ 1 P&P. 

OVERSEAS ORDERS ADD £3 P&P. 

TELEPHONE YOUR ACCESS OR VISA CARD NUMBER 
FOR DESPATCH BY RETURN POST, OR SEND YOUR CHEQUE/P.O s TO> 

RAM ELECTRONICS (FLEET) LTD., (DEPT. CU), 

106, FLEET ROAD, FLEET, HANTS. GUI3 8PA. 

TELEPHONE (02514) 5858. 

CALLERS WELCOME MONDAY TO SATURDAY. HALF DAY WED. TRADE ENQUIRIES WELCOME. 













































64 BOOK LOOK 


u he r0 o c OVer ° f ° wen Blsh °P’ s The Commodore 64 Games Book proudly 
boasts 21 Sensational Games'. Well, that is not quite the case. The games pay 
the penalty of bemg written in Basic: they are slow. Only one, Bomb Run uses 
a machine-code routine to scroll the screen horizontally; but the rest of it is 
m Basic, resulting m a sluggish response to the controls and an overall jerky 
appearance. In general the graphics are coarse and the sound effects 
rudimentary. 

On the other hand the principles of the games are simple, but some of the 
ideas are good Sniper, for instance, is an excellent concept; and if converted 
° ™ 1 achlne ‘ code WI,h high-resolution graphics could be a best seller. 

The book consists of 132 pages containing 21 games programs listed origi- 
nally on a Commodore dot matrix printer. The introduction warns of the legi¬ 
bility problems associated with such listing and the documentation describ- 
mg each program includes a table of control key sequences and the lines on 
ich the y oc cur: very sensible. There is also some good advice about saving 
your programs before RUNning in case your 64 has a fit on encountering a 
mistake ... And I was glad to see that Mr. Bishop does not use the variable 
names I or O; in his programs to avoid confusion with 1 or 0: again very sensi- 
hie, and to be encouraged. 

tk! 3 k h f me pr ® sen,ed with a ( ra *ber fuzzy) monochrome photograph. 
The baclcground and purpose of the game is described and a full description 
of the controls given together with recommended tactics. To reduce the 
amount of typing the listings do not contain REMarks; instead the program 
Th^ separately together with any interesting programming points. 
The listings are just long enough not to become too tedious to type in. 

ta OUI brace of Wentically-priced similarly-named 64 games 
o is 92 pages long and offers 30 games. Better value, therefore’ Well 
the paper quality is poorer than Bishop’s book; and the print is smaller too. ’ 

In order to avoid the problems of dot-matrix printer listings the proorams 
wtX'n Spe f al contro1 characters. A character is rnttoduceduTindi- 

1 ® ^® P !® sence of spaces - a good idea since the number of spaces in a 
long text string can otherwise be ambiguous. 

Again each program is accompanied by an out-of-focus over-exposed 
25'° 9IaP ^ bri6f mStmCtion and Program structure precede 

The majority of the programs are very long; and unless you’re a very good 
typist, they will require several sessions to complete without you becoming 


The Commodore 64 Games Book I 

WiWiiBF— - 1 


THE 

COMMODORE 64 
GAMES BOOK 

21 Sensational Gomes 


Now you hove o machine with such remarkable graphics 
and sound capabilities you will want to try some games 
whldi make fu« use of them. Here are twenty-one 
exciting, high quality gomes which hove been fully tested 
ond crash-proofed. 

Snorkel, for example. Is a scintillating display of the 
Commodore's sprite’ graphics, while Pin-Table takes 
advantage of its immense range of colours and sounds. 
Even the very youngest of the family will enjoy the race to 
build the Sondcastle before the tide washes it away, while 
me fast-moving Block Hole and Bombing Run will appeal 
!o all ages. If you like rapping the enemy and gong shoot- 
outs, you will love the excitement of games like Sniper 
Minefield and Cops’n’Robbers. 

Each program comes with instructions showing you how to 
play the gome. The way the game works is explained in 
detail, with tips on winning tactics. Hints are also given on 


The Author 

Owen Bishop is a freelance lechniroi writer or d 
programmer He is the author of over thirty books ir 
ci number on popular computing. He is a weii know,. 
regurfir Contributor to computing journals, 

Ohe books cn ihe Commodore 6J from Granada 

Practical programs for the 
Commodore 6<l 

IhUKX <;s , . - Owen Bishop 


ORANADA PUBLISHING 







CWEN BISHOP 


The Book: 

The Author: 

The Publisher: 
The Price: 

The Reviewer: 
The Conclusion: 


The Commodore 64 Games 
Book 

Owen Bishop 
Granada Publishing 
£5.95 

Ken Ryder 

Good as a games primer but 
not for games-playing. Save 
your money ... 


cross-eyed. And as far as programming technique is concerned, Mr Bishop 
has nothing to fear from these two gentlemen. They use T as a variable name 
they start programs at line number 0, and they increment the line numbers 
by 1; not recommended. 

When writing such a book the authors should try to reduce typing to a mini- 
v mum. It seems as though the Remshaws have tried to incorporate a typing 
.; tutor in to their book. At times they use five-figure line numbers, and there 
are numerous occasions where five-figure PEEK/POKE addresses are used 
;. throughout the program when they could have been replaced with a single- 
character variable. 

They do not seem to have heard of subroutines, either. In one program 
.; three pieces of code are each used on three separate occasions. 

There are more machine-code routines in these programs, but again they 
*: m so deeply embedded in Basic that the end result is still slow. On the other 
: : hand the graphics are far superior to Mr. Bishop’s, often incorporating user- 
defined characters and sprites. 

At the end of the book are four appendices. The first contains some hints 
•; on problems which may be experienced whilst entering programs, and how 
to overcome them. All the games use the keyboard for controls: appendix two 
: : lists a crude conversion routine for joystick control The third and fourth ap- 
: pendices have a Basic listing for a sprite generator and an assembler listing 

• for horizontal screen scrolling. 

At first sight these two books offer dozens of games for the price of one 
: cassette. But arcade-quality action games are written in machine code 

• to cope with the multitude of seemingly simultaneous events: the odd 
; machine-code routine in our otherwise Basic program does not offer a 

great increase in speed. It is frustrating and demoralising to spend hour* 

. typing in a long program only to find it fails to meet the promises of the 

• introduction. 


Besides, even “ listing is correct yon are bound to make typing er¬ 
rors. So the program must be debugged - which may take at least a conple 
of hours, representing up to 60 hours’ work for one book. 

Neither book teaches much about programming, and their only advan- 
tage la that your typing speed should improve ... I cannot recommend 
either book. Spend your £6.00 instead on a good-quality cassette game 
like Gridninner. Or, better still, buy a book on machine-code and leant 
to write your own! 


m 



Commodore 64 Games Book 


The Authors: 
The Publisher: 
Price: 

The Reviewer: 
The Conclusion: 


Commodore 64 Games Book 
Mark and Clifford Remshaw 
Melbourne House Publishers 
£5.95 

Ken Ryder 

Variable quality, not great 
games. Save your money ... 


45 


COMMODORE USER 








































































































































































COMMODORE USER 



\Notd W° c ®! 




o this *V,G alossv ^ v 

' th e » icr ?!^£s»Ue8« n4e ‘ 

' r * , ^ei P Ioce t S Viz'S« lte W fUl<i ° 

■S2Sk**"t 


Vizawrite 64 was written 
specially for the 64. It is now 
available in cartridge form as 
well as the disk version we re¬ 
viewed. 

Vizawrite allows over 35,000 
characters of text, an 
impressive figure - especially 
when you consider you can 
link files together for printing 
as well. 

There is also an associated 
spelling checker, Vizaspell, and 
the amount of text that can be 
checked in one chunk will be 
the limiting factor when you 
use both together. (Vizaspell is 
the subject of a separate 
review; it’s due to be published 
later this year.) 

Functions available 

After loading the program you 
get a menu from which you 


select options by using the 
function keys. Creating a new 
document or loading an existing 
one requires you to enter the 
name of the document. Unlike 
other WP programs I have used, 
this one uses the document name 
for filing and other disk 
operations, so avoiding the need 
to retype the same name every 
time (changing the name is easily 
done by pressing the CBM 
‘command’ key and ‘n’ - typing 
the new name then renames the 
document). 

The name is always visible on 
the top line to remind you which 
document you are working on. 

Vizawrite formats as you type, 
allowing up to 241 characters per 
line. The screen scrolls sideways 
as you type and any word which 
will not fit on the end of a line is 
recreated in full on the next line. 
Using a hyphen allows you to 
break a word at any point; if the 
part word will now fit on the 


previous line it is moved back. 

For those people who like to 
be able to see all the text while 
typing, there’s a neat trick; 
pressing CBM and *w’ 
immediately changes the text 
width to a displayable 38 
columns. The V of the word 
‘Vizawrite’ on the top line is then 
highlighted to show you are in 
‘narrow’ mode; repeating the 
command again automatically 
reverts to the width originally 
specified. 

It doesn’t take long to realise 
that Vizawrite is extremely easy 
to use. The majority of the 
commands use a single letter, 
and you can almost guess what 
the commands are without having 
to look them up. Any command 
which would have dire 
consequences if used by mistake 
has a safeguard; you have to 
press RETURN to confirm, or 
else move the cursor to indicate 
a block of text. Pressing RUN/ 
STOP will cancel any command 
made in error. 


Block commands are simple; 
for example, to move some text 
you position the cursor at the 
start of the text you wish to 
move. Pressing CBM followed by 
‘m’ changes the cursor to white 
and you are free to move the 
cursor along the line, down the 
page or even jump straight to the 
end of the page. All the text that 
the cursor has passed will turn 
white. When you have 
highlighted the relevant block 
you press RETURN. You now 
position the cursor where you 
want the text moved to and press 
RETURN again; the text is then 
changed. 

The same method is used for 
block deletes and copies. Single¬ 
character inserts and deletes are 
done using the normal screen 
editing facilities. 

Because Vizawrite formats as 
you type there are no embedded 
control commands - apart from 
ASCII codes for the printer, of 
which more later. Instead, the 
CTRL key is used much as CBM 
to allow direct control. So CTRL 
followed by a f is the tab, CTRL 
and the full stop is the decimal 
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VIZAWRITE 64 COMMANDS 


Commands initiated by the CBM key 

c Copy text from one part of the document to 

another 

d Send a disk command 

f Find an exact phrase in the document 

F Find a phrase in either upper or lower case 

letters 

g Go to specified page 

m Move text from one part of the document to 

another 

M Merge a document or other WP file 

n Rename the document 

p Print the document 

q Quit to the activity (initial) menu 

r Replace a single phrase by another 

R Globally replace a specified phrase with 

another 

s Save/Replace the document on disk 

t Change colour tones 

w Overide document width to equal screen 

width 

$ Display disk directory on the screen 

DEL Highlight and delete text from the document 

INST Insert text into the document 

SPACE Display number of characters free 


Function keys 

fl 

Page forward 

f2 

Page back 

f3 

Next screen of text 

f4 

Previous screen of text 

f5 

Move cursor to next tab or end of line 

16 

Move cursor to opposite end of line 

f7 

Insert text into the document (repeat to end 
insert) 

f8 

Highlight and delete text from the document 

Control (format) commands following CTRL key 

C 

Centre this line 

e 

Turn emboldening on/off 

i 

Indent paragraph (ended by RETURN) 

P 

Page ending 

s 

Subscript 

t 

Tab 

u 

Turn underlining on/off 

Decimal tab 

T 

Superscript 

# 

Replace by printed page number 

0-9 

Send assigned ASCII code 

m 

Merge point (for mail-merge) 

d 

Don’t merge (separates merge records) 
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SPECIAL OFFER VOUCHERS 


The deals 


We have fixed up some 
deals for readers for a 
number of suppliers of Vic 
and 64 products. It's easy 
— and offers you 
substantial savinss on a 
whole range of products! 


This month JCL are giving 
you another chance to take 
up their special deal and 
next month we'llhave more 
deals lined up for you. 


Collect the approrpiate 
number of coupons from 
successive issues of the 
magazine — the number 
you need varies from one 
supplier to another. When 
you have enough to claim 
your discount you send off 
the coupons with a 
cheque or postal order to 
the supplier in question 
(NOT to us!). 





Welcome to ™bat.b TOIL READERS, a collection of Special Otters from Commodore User magazine. 

This Catalogue offers you excellent deals on Vic and 64 products. Some of them, like the dustcovers and the Victuals 
tapes we have produced ourselves. The others are things that we regard as Good Ideas and Good Value, mostly items we 
reviewed in Commodore User before we decided to sell them. On most of those we have fixed up discounts for readers 
(while we aren’t allowed to sell books at a cut price, we can include PSPP in our price) 

If you want to take up any of the offers, just use the Order Form on the back page. And 
take a look through the Catalogue: even if you don’t want to buy now, we’d 

like to know what you might be interested in seeing in future ^—— 1 in go od- 

DEALS FOR READERS catalogues - let us - - T,. on d omp“» er 0 ' 


VrEAR 


know in the space provided on 
the Order Form. 
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DESIGN your 


OWN VIC SCREENS 


We came across this brilliant idea at the 
end of the Summer. It's simple really: the 
Cybergram Designs Vic-20 Graphics Aid 
Pack is a set of overlays and printed 
sheets on which you can design screen 
displays. With them you can immediately 
see the POKE locations you need for 
display and colour; and you can use 
successive sheets to set up a specific 
'storyboard' from which to organise and 
visualise the sequences In a graphics 



**•20 


program. 



FALLING APART 


Your pack includes planner sheets for the 
standard 22 x 23 screen and plotter sheets 
for 1023 x 1023 hi-res graphics using the 
Super Expander; you also get a set of 
handy character designer sheets that o sef0l 

simplify the construction of our own cleve r - « the Graphic* 

ehapes. V«y£* g ? a d W * a discount on 


too. n-- oil.. • ond < 


Our Commodore user 
binder holds 12 issues of the 
magazine (and Vic 
Computing fits it too!) Dark 
blue with the magazine's 
name in gold on the spine: 
smart, sturdy and sensible 
— the mags are held in by 
strong elasticated grips, 
easier and neater than the 
kind of binder that has 
metal rods for the purpose. 
And compare our price with 
what other magazines 
charge you for binders! 


£ 3.99 
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VIC: ALL YOU 

need TO 

KNOW 

published by McGraw-Hill. 
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KEEP IT CLEAN 
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s ticky key tops? Things falling past the keys into the computer? Don't take the 
chance When you're not using your Vic or 64, slip over one of our tailored 
Commodore User dustcovers - smart black nylon, featuring the magazine's 
ogo on top. They do keep out dust, but they'll also cope with coffee splashes 
(anything less than a thunderstorm in fact!), paperclips, cigarette ash, the 

residue of longhaired cats, and the general detritus of daily life. One" size fits 
all. 

Compare our price, too. How can we do them so cheaply? And we're not 
compromising on quality, either: these are some of the best covers we've seen. 


VICTAPES: 

PROGRAMS WE’VE PRINTED 

Both cassettes have ten programs on them. We use a high-quality tape, 
recorded both sides for security, with instructions on the liner card and 
references to the back issues in which the original appeared. 

* VICTAPE ONE for any Vic 

O BIG RACE by John Tully 
O DIY CHARACTER EDITOR by Andy Finkel 
O FLYOVER by Andrew Millett 
O ICY ROAD by Sjoren Karason 
O MORSE TRAINER by Clarence Buckley 
O MOTHER HEN by Tim Duncan 
O PEST EXTERMINATOR by John Tully 
O SEAGULL by Josh Rai 
O RESISTANCE ESCAPE by David Hearn 
O VIC RHINO by Tim Duncan 

* VICTAPE TWO for expanded Vies and more advanced 
programmers: 



O ANALOGUE CLOCK by Trevor Starr . , . for any Vic 
O DIY CHARACTER EDITOR by Bill Buck ... for 8K+ Vic 
O EXTRA HI-RES COMMANDS by C French ... for 8K+ Vic 
O GRAPH by Finnur Larusson . • . for Super Expander 
O MOVIES by M Valentine . . . for any Vic 
O POLYGONS by J P Mensinck ... for Super Expander 
O POSTER PRINT by Roger Peacock . . . for 8K+ Vic and printer 
O UPSIDEDOWN by Josh Rai . . . for any Vic 
O VIC JACK by M Hinks ... for 16K+ Vic 
O 3D UFO by Leonard Morrow ... for Super Expander 











































































Order Form 


The prices below include postage and packing within the UK and Eire 
only. 

European and International orders please add the amounts given 
opposite to the prices below-. 

Expect delivery in 28 days. Contact us if you haven't had your 
order within that time. 



European 

International 

Sweatshirts 

£1.00 

£2.00 

Tee-shirts 

£1.00 

£2.00 

All tapes 

£ .50 

£1.50 

Books 

£1.50 

£3.00 

Covers 

£ .50 

£1.00 

Binders 

£2.00 

£4.00 


you require in the 
relevant Boxes 

White £3.40 Blue £3.40 

Grey £3.40 

Grey £7.00 

S 

M 

L 

XL 

S 

M 

L 

XL 

S 

M 

L 

XL 

S 

M 

L 

XL 

A. VIC COMPUTING 

















B. CAPTAIN KILOBYTE 

















C. VICTIM 

















D. POKE 36879 

















E. UNEXPANDED VIC 

















Please state second choice i 

n case of unavailabilil 

ty 












F. COMMODORE 
USER 

All prices include post and packing. No hidden extras to pay! 

£3.40 White 

£7.00 Grey 










TOTAL SWEATSHIRTS 


: no. □ at £7.00 total 


TOTAL TEE-SHIRTS 


no. G at £3.40 total 


VICTAPE ONE 


no. G at £5.00 total 


VICTAPE TWO 


no. Q at £5.00 total 


VIC USER GUIDE 


: no. Q at £10.95 total 


64: GETTING THE MOST FROM IT : no. Q at £7.95 total 


COVERS 


no. G at £2.50 total 


GRAPHICS AIDS PACK 


no. G at £4.20 total 


BINDERS 


no. Q at £3.99 total 


BC BASIC CASSETTES 


no. Q at £17.95 total 


GRAND TOTAL £ .... 


-X 


NAME 


THIS IS YOUR DELIVERY LABEL - PLEASE PRINT CAREFULLY 


ADDRESS 


TOTAL ENCLOSED 


cheques or postal orders should be made payable 


to COMMODORE USER. Or use Access. 


Access card no 


Date 


Sisnature: 


Catalogue Sales, Commodore User, The Metropolitan, Enfield Road, London N1 5AZ 01-241 2448 























































































bv Chris 


rite 64 



tab function, CTRL plus ‘i’ indents 
a paragraph. 

The decimal tab is particularly 
good; the number moves to the 
left until the decimal point is 
typed, then extends to the right. 
This means that all the decimal 
points line up under the tab 
position. It may seem obvious, 
but many WP packages are 
much less obliging. 

All the ‘ruler’ info - tab 
positions, print control codes, 
margins etc - are contained in a 
‘format line’. Most WP format 
lines like this have to appear at 
the top of a page; Vizawrite’s can 
be placed anywhere in a 
document. It then affects the 
remainder of the document until 
another format line appears. 
Changing a tab position, for 
example, immediately changes 
the document; you can juggle 
your layout as you wish. You can 
even have different tabs for three 
lines and then revert to the 
original positions for the rest of 
the document. 

New format lines are obtained 
by typing CTRL ‘f. A copy of the 
previous format line is then 
inserted where the cursor is and 
you can alter it as you wish. 

The Function keys are also 
well used. FI to f6 allow rapid 
movement through the document: 
f7 toggles the ‘insert’ mode, 
which continually opens up a 
large gap while you type new 
text then closes text up correctly 
when turned off. F8 duplicates 
the ‘delete’ function of CBM 
‘DEL’. 


Output 


Vizawrite has a full ‘print page’ 
menu, allowing yoij to choose 
exactly what you want to do with 
the text. You can chop and 
change easily, with the cursor 
moving straight to the next field 
using either RETURN or the 
cursor keys. 

The first field is ingenious; 
typing the first letter of the name 
selects the printer type - and by 
typing either a capital or a lower¬ 
case letter you select which port 
the printer is connected to. Thus 
typing ‘e’ selects an Epson 
printer on the serial port, typing 
‘0’ selects a Qume printer 
connected to the User port. 

Vizawrite contains its own 
Centronics parallel interface 
routine too, so parallel printers 
can be connected directly to the 
User port. 

The ‘Global/Fill’ and ‘File’ fields : 
are used to select files for 
merging text from or for linking 
into a single document. The 
range of pages can also be 
selected. 


The great beauty of this system 
is the flexibility it offers; two 
printers could be connected at 
the same time allowing draft 
quality on one with an immediate 
letter-quality print on the other. 
Once set, the options remain on 
the ‘print page’ and are even 
saved with the document. 

A useful feature is the ability to 
assign ASCII values to the 
CONTROL keys 0 to 9. Many 
printer features are selected by 
ASCII codes. By typing ‘CTRL 
1=27 on the format line, the 
ASCII code ‘ESC’ can be sent to 
the printer when you embed 
CTRL 1 in a document. All ten 
numeric keys can be assigned in 
this way, allowing almost any 
printer facilities to be used. 


Other facilities 


Vizawrite also makes good use of 
; the sound and colour facilities of 
the 64. FI, f3 and f5 are used to 
change the text, background and 
border colours respectively 
following a CBM *t’ command (for 
tone). The colours you select are 
saved with the document. 

The 64’s sound is used for 
warnings and errors. For 
example, if you try to quit the 
program (you probably guessed 
that’s CBM ‘q’) and have made 
any changes to the document ; 
since the last time you saved it, : 
you get a tone with a message on • 
the bottom line reading 
“WARNING - CHANGES NOT 
SAVED”. | 

In contrast to many WP 
packages, Vizawrite has separate :• 
pages for headers and footers so •; 
you can type as much as you like .* 
for these. Footers always appear, • 
headers can be selected by an ; 
option on the ‘print page’. 

Automatic page numbering is •: 
done by putting the page number > 
symbol (CTRL#) anywhere on •: 
the footer page. 

There is also a ‘Work Page’; 
this allows you to store blocks of :• 
text, ideas, addresses or 
whatever and then incorporate 
them into your document or just 


Uizawrite 

nane: address block. 



— ■? f i n * 

Options - 

Printer Type e 


F o r n F e e d =-? 

*u10 L,F ee i y 5 

Pap e r Le n 31 h: 6 2 

S 1 p 3 1 a 3 h e e t : y 

31 a r t C 0 I u «n : 5 

H e a d er:n 

Pitch Settin3 :I 

Lines / 1n c h c 8 

J u s t ification n 

G1 ob a 1 / ? iii: 

File 


Start Page: i 

End Page i 

Press Fi 

lillii. ... 

to Print 


Vizawrite ‘Print Page' Menu 





na«eOishwash i 

T? 


Tine 


a r Hr Hail,4 

►Thank you for your i 
grantee as requested. 

■* i ved and wou I d be *os t 
Hosed for h which £ wil 
t dishwasher frow then, 
i indicate the total pe 


Vizawrite showing ASCII code assignments on format line, top 
of main text screen 
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PERSONAL 


I 



COMPUTERS 


48 JUNCTION ROAD, ARCHWAY, LONDON N19 5RD Tel. 01 263 9493 or 5 


Commodore 64 computer 

NOW 


£199.95 

Plus our 2 year guarantee 


64 STARTER 
PACK 

Commodore 64 
cassette deck Intro 
to Basic (part I) 
Quickshot joystick 
Game 

ONLY £255.00 


C2N cassette deck 

1541 disk drive + FREE Software 

1701 colour monitor 

Quickshot joystick 

Pair of Quickshot joystick 

Introduction to Basic (part I) 

Programmers Reference Guide 

Anagram Purch ledger (+ Norn Ledger) 

Sales Ledger (with invoicing) 


64 HOME/ 
BUSINESS 
PACK 

Commodore 64 
1541 disk drive 
Box of diskettes 4- 
FREE SOFTWARE 
Easy Script and 
compilation of 6 
games on 
disk ONLY 

£39.10 
£195.95 
£195.95 
£9.50 
£17.95 
£14.50 
£9.95 
£75 
£75 



64 BUSINESS 
PACK 

Commodore 64 
1541 disk drive 
MPS/801 Printer 
Disks and Paper + 
FREE SOFTWARE 
Easy Script and 
compilation of 6 
games on 

disk ONLY £595.00 


£195.95 

£295.95 

£149.95 

£259.95 

£299.95 

£399.95 

£545.95 


commodore 
VIC 20 

SPECIAL OFFER 
PACKAGE 



£395.00 

Super base 64 

MPS/801 Dot matrix printer 
1526 Dot matrix printer 
1520 printer/plotter 
RX80 Dot matrix printer 
RX80F/T Dot matrix printer 
FX80 Dot matrix printer 
FXI00 Dot matrix printer 
JUKI Daisy Wheel Printer £395.95 

+ C2N cassette recorder + Introduction to 
Basics Part I (Manual and 2 cassettes to take 
you through the first steps in computing) + I 
cassette with four games + Only from 
Chromasonic. FREE DUST COVER normally 
sold for £2.95. If purchased separately these 
items would cost £249.99 plus our 

our price £134.95 GUARANTEE 


16l< RAM PACK £28.95 32K RAM PACK £47.95 

ALL 64 PERIPHERALS, DISK DRIVES, PRINTERS, JOYSTICKS WORK WITH VIC20 


MEDIA SUPPLIES | 

DISKETTES by Verbatim (supplied in boxes of 10) Plain Computer Paper 

Single sided, Double Density, 40 Track £17.95 I 1x8 

Single sided, Quad Density, 80 Track £24.75 I Ix9/ 2 

Double sided, Quad Density, 80 Track £32.75 I I x 15 /| 6 


£13.80 

£12.65 

£15.52 


Library Cases (Holds 10+) 


£1.35 


Paper price is for 2000 sheets 


Dust Covers 
64/VIC20 £2.95 
1541 £1.95 

1525 £2.95 

1526 £3.95 



We guarantee all our products for I year, accept 64 and 
Vic which is 2 years. Payment may be made by Access, 
Barclaycard, Bankers draft, Building Society cheque or 
cash. Sorry, cheques need 4 days clearance. Postage and 
packing:- Please allow £5 per computer, disk drive or 
printer, this price also covers insurance. 


VISA 
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refer back to them from time to 
time. Mail-merge information can 
be created or stored here 
instead of getting the data from a 
disk file. This is an extremely 
useful idea, not seen on many sys¬ 
tems. 

Actually splitting the document 
into pages must be done 
manually, using CTRL ‘p’; some 
would argue that this is clumsy, 
but I found this very flexible - I 
tend to write a document as one 
page and then split it into logical 
chunks only when I’ve finally got 
it right. 

Disk commands are fully 
implemented - you don’t have to 
have the word processor to get 
at them. CBM ‘d’ allows standard 
disk commands to be used, CBM 
T reads the directory. 

The manual 


The user’s handbook is a well 
printed and comprehensive 68- 
page book. The contents pages 
are fairly detailed - which is just 
as well as there’s no index. 

You do get summaries of the 
CONTROLS, COMMANDS and 
Function Keys, but they are 
embedded in the body of the 
manual making them difficult to 
find. 

Although the manual is laid out 
logically enough, a beginner 
might have a little difficulty at 
first finding all the commands. 

The manual also tends to assume 
a certain prior knowledge which 
again may slow down the 
beginner. That said, Vizawrite is 
such an easy WP to work with 
that once the initial learning has 
been completed anyone should 
feel comfortably at home with 


!; both the manual and the system it- 
; self. 


5_ Limitations 

; There are on or two minor 
.* niggles about Vizawrite. Using 
the embedded ASCII codes 
> takes up space on the line, for 
; instance, and since these do not 
: appear on the paper the line 
| ends up shorter than it should 
when printed. This can be 
; overcome by specifying format 
; lines with wider margins for 
| these lines, but it’s a bit messy. 

Second, the ‘Save’ option is 
both a Save and a Replace 
; command. If a document name 
: does not exist as a file it will 
create it, if it does it overwrites 
it. This can have its dangers - 
especially if you keep a file 
containing a common format line, : 
colour settings etc and then load : 
that in before writing each 
document. If you are not careful 
to rename the document 
immediately, you can save it to 
the wrong file by mistake. 

I did discover one ‘bug’ which 
looked more serious than it was. 
On deleting a single character on ; 
page 3 of a document, the rest of : 
the text (all eight pages!) 
disappeared to be replaced by a ; 
copy of the last three lines of 
page three! : 

After contemplating suicide I : 

tried replacing the character I 
had deleted: and bingo! All my • 
lost text reappeared. In fact : 

adding any character anywhere •: 

on the page, even a space, will •: 

sort the problem. Viza Software I* 

has been told of the bug and I •: 


: am assured current versions have 
been amended. 

I would stress that this has 
occurred only once in the time 
I’ve been using Vizawrite: and 
apart from that I have found the 
system to be crashproof. 

The printer handling is good. 
The one significant restriction 
here is that RS232 printers are 
not supported at all. While not 
quite as flexible as some - 
Paperclip, for instance - 
Vizawrite does cater for a 
reasonable range of printers 
(seven at the last count). 


Conclusions 

In case you haven’t gathered, I 
liked Vizawrite immensely. It is 
the first WP package I have used 
that works in the same way I do. 
At £79.95 it sits about the middle 
of the price range of WPs for the 
64 while giving an above-average 
ease of use with comprehensive 
facilities. 


VIZAWRITE 64 ON BALANCE 


FOR 


• Good range of easy-to-use editing 
facilities (especially block func¬ 
tions) 

• Text formatted as you type 

• Separate header and footer pages 
plus automatic page numbering 

• Work page for storing text etc 

• Comprehensive ‘Print Page’ menu 

• Document assembly and mail- 
merge 

• Full range of disk commands 

• Good use of colour and sound 


AGAINST 


• No RS232 printers 

• Assumes only one disk drive 

• Limited sort functions 

• Care required on SAVE 


If you don’t need alphabetic 
and column sorting facilities 
then this would be a good one 
to go for. For starters I’d 
recommend the cartridge 
version; this is virtually the 
same price as the disk version 



soon 38 y° u switch on the com- 
puter. 

Under review: 

Vizawrite 64 

Description 

IEEE/RS232 adapter for Vic or 64 

Supplier 

Viza Software 

9 Mansion Row, 

Brompton, Gillingham, 

Kent ME7 5SE 

0634 813780 

Summary 

Middle-range price, above average 
facilities 


Price: 


£79.95 
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GAME FREAKS 

If you want JOY STICK with us 


(Commodore Approved) 



In 3 months our Quick-Shot Joysticks have 
become the best sellers for VIC and Atari Home 
Computers. We now have a range of conversions 
allowing you to use the Quick-Shot for your 
Dragon, Oric and Spectrum. 





TM 


BY 


For more information contact 


DAVE BISHOP on: 01 -2036366 

VULCAlfy 

ELECTROniCS LTD 



ELECTRONICS LIMITED 


Tollesbury, Essex, CM9 8SE, England 
Telephone: Maldon (0621) 868484 


INTERPRINTERS use your Brother/Smith-Corona/Silver Reed/Olivetti 
typewriter as a printer £ 210.00 

CONVERTERS convert Interprinters from Standard Centronics to 
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RS232 or IEEE 488 

CBM EXPANSION & SOFTWARE 

40/80 column board (VIC 20) 

80 column board (CBM 64) 

16K Expansion memory (VIC 20) 

4 slot Motherboard (VIC 20/CBM64) 

80 column + 2 slot + EPROM CBM64 
Quick Brown Fox word processor (module) 

Parallel (Centronics) printer programme on tape 
or disc, with printer lead 

MONITORS 12" High resolution monochrome 
(green, amber or white) composite input 
Colour monitors/TV’s available phone for details 

WORD PROCESSOR SYSTEM' Complete system with CBM 
computer, monitor, software, typewriter, floppy disc, 80 column 
display, leads etc. £ 1314.00 


ABOVE PRICES INCLUDE DELIVERY (UK), EXCLUDE VAT 


£ 120.00 

£ 110.00 
£ 110.00 
£ 60.00 
£ 24.00 
£134.00 
£ 60.00 

£ 35.00 
£135.00 


Our own list of Commodore-related best-sellers reappears next 
month. But to keep the interest going, we’ve just received the latest 
‘hot list’ from software distributor Softsel - which is probably the 
biggest distributor in the world, though its UK operation is still getting 
going. 

Anyhow, we plucked these Commodore-relevant titles from the 
top 30 list of ‘Recreation’ best-sellers: 


I Zork 1 very classy text adventure, available on the 64 though it probably 
owes its top-dog position and its 60 weeks in the chart to sales on the IBM 
PC and CP/M micros. 

3 Lode Runner good arcade game, on Atari as well as 64. 

4 Choplifter one of our faves and 61 weeks in the charts. Audiogenic sells 
it in the UK for Vic and 64. 

5 Frogger Sierra On-Line’s ok version of the squash-a-frog arcade game 
60 weeks in the charts! Available on the 64. 

6 Temple of Asphai another 60-weeks presence, from Epyx. A good ad- 
venturish game. 

7 Jump Man also from Epyx for the 64. 

8 Zork II the follow-on Infoco m adventure, another long-term seller (58 
weeks). On the 64. 

9 Planetfall one of Infocom’s newer ones, and it’s excellent - adventure in 
space. 64 and many other machines. 

10 Deadline Infocom again - murder mystery adventure, 60 weeks in the 
charts and worth it. 64 and others. 

II Ft Apocalypse Synapse Software, Atari as well as 64. Haven’t seen it but 
we’ve heard good reports of its graphics. 

1 5 Serpentine like Choplifter, a Broderbund cartridge for the 64 and others 
sold in the UK by Audiogenic. Not our favourite game, but clever. 

17 Castle Wolfenstein horror adventure by Muse for 64 and others. Pretty 
good... 

18 Zork III is there no holding them? 50 weeks in the chart for son of son 
of Zork. 

19 Sargon II Hayden’s world bestseller chessg ame, from Commodore in 
the UK. 

20 Witness yet another Infocom adventure for 64 and others. We haven’t 
seen this one yet. 

22 Starcross Infocom again, again we don’t know it. 

23 Blue Max from Synapse for Atari and 64. Definitely some of the best 
graphics you’ll find in an air-ace game. 

24 Sea Fox Broderbund’s submarine warfare cartridge. 

28 Gridrunner only 22 weeks in the chart for Llamasoft’s pace-setting 
damn-nearrimpossible nerve- wracker? 

30 Shamus another Synapse game for 64; don’t know it. 


Softsel’s other charts include one for Educational programs, which 
has Scarborough’s US-orientated Master Type typing tutor at NO. 1 
(Commodore 64 but also other machines). Star performer though is 
the British package Face Maker from ASK at No. 3-55 weeks in Soft- 
sel’s charts. 

Three of Softsel’s top ten books are Commodore 64 titles, with Os 
bome/McGraw Hill’s Your Commodore 64 number one with a bullet 
and the Programmer’s Reference Guide elsewhere on the list with 
Dilithium’s How to use the 64. 
























Screen scene 


for the 64 



The 64 ought to be excellent computer for games - and fortunately some suppliers are indeed takina 
advantage of that. Others aren’t. Here’s this month’s crop of reviews. 9 

we assess ^mes? Basically we play them - which may sound obvious, except that all the reviewers 
have seen so many games that they can apply a bit of comparative experience to the evaluation. 

We rate games out of five for each of four criteria. Presentation means how well the thing is packaged and 
m^h 9 ^ni r f°° u S t ° n th< ? sc 5f en: dul1 . graphics and poor sound get marked down here. Skill level refers to how 
mark fBut d°nn? * eqmrec f *° pla y the 9 ame ~ s ° if Pure chance is involved, the game gets a low 

SSif; SJjS 11 - 1 dia 5 niss lt on that: . some chance games are great fun.) Interest is an answer to how well the game 

ahnnt SSTT 9 the reV1 l We i S mterest m ll - And Value for Money is obvious enough: it’s our overall conclusion 
about how it compares with other games and whether we’d buy it ourselves. conclusion 

Melbourne House 
software for the 



SUPER CASSETTE 
‘A’& SUPER 
CASSETTE‘B’ 

CBM 64 
Keyboard only 
Price £6.95 


Super Cassette B 



These two cassettes from 
Melbourne House each contain 
15 programs by Mark and 
Clifford Ramshaw: it sounds a 
bargain, but all the games are 
unsophisticated and of a similar 
standard to those you would type 
in from a magazine. They are all 
written primarily in Basic, with 
just the occasional machine-code 
routine; and as a consequence 
the movement is jerky. All the 
games are controlled from the 


keyboard with no joystick option. 

The games on these cassettes 
may well represent a convenient 
package for younger children. 

But their simplicity and 
rudimentary graphics means they 
are unlikely to appeal to the 
serious games enthusiast. 

The exception may be if you 
are interested in writing your 
own games . These can be 
modified and a book is available 
giving the listings and describing 
their operation. WG/PR 

Melbourne House 


EXPLORING 
ADVENTURES ON 
THE 64 

CBM 64 

Joystick or Keyboard 
Price £7.95 (Cassette) 
£6.95 (Book) 


Presentation: 

■■■□□ 

Skill level: 

■■□□□ 

Interest: 

■■□□□ 

Value for money: 

■■■□□ 


Exploring Adventures offers 
three complete adventure games 
on a single cassette and as such, 
offers good value for lovers of 
brain teasing adventure. 

The games are Castlemaze 
Adventure, Tunnel Adventure 
and Underground Adventure. 
They all have a common theme 
involving exploration of tunnels 
and mazes; but the hazards met 
in each case are different. The 


SUPA CATCH A 
TROOPA 



SUPA CATCHA TROOPA 

Be astounded by the superb hi-res graphics, the six levels of play and 
amazing sounds. Destined to be one of the most sought after qames 
this Christmas. 

GOLF 

We created it for the Spectrum, now also available for the 64. An 
extremely realistic challenging and fun experience. The authentic 
computer golf, addictive whether or not you play the outdoor 
game. 

Call in at your local stockist or contact us now for these and the 
rest of our range on the Vic-20, Commodore 64, Spectrum and Dragon. 

Abrasco Ltd., The Grange Barn, Pikes End, Eastcote, Middx. HA5 2EX 
Tel. 01-866 2518. 


AbrascO 

a touch of magic 
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STRESS at PEBE NHA 


commodore (jf games cassettes 


SUPER SKRAMBLE! 

Personal ComputerNews(15-21 Sept ’83) 
gave SUPER SKR AMBLEf an overall 
rating of NINETEEN OUT OF TWENTY 
and described it as: “Well implemented 
with beautifully smooth _ 
scrolling and very nice l_ 
• graphics.” h- 


SUPER GRIDDER 

. a compelling piece of frivolity that 
could give hours of fun.” was the 
verdict of Personal 
Computer News 
(22-28 Sept’83). 


SUPER SKRAMBLE! 

“An excellent game” saidCompute: 
Video Games magazine (Sept ’83). 

STELLAR 
DODGER 

A game of skill and f 

anticipation in 
which you must 
dodge your way 
through asteroids 
to complete your 

mission. ili gl Jim _ 


TERMINAL 


YKX2I games cassettes 


SUPER DOGFIGHT 

The first (jn - games cassette to have 
SIMULTANEOUS TWO-PLAYER 
ACTION - realistic 
_ sound effects too. 


HUNTER 

A fast action game in 
which your pursuers 
gain in speed and 
intelligence as you 
master each 
successive screen. 


Pinball Wizard' 

Skramble! 

Gridder 

Line Up 4/Reversi 


Get Lost!. 

Meteor Blaster 
Terminal Invaders 
Log Run 


The Curse of the Werewolf 
Rescue from Castle Dread 
Magic Mirror 
Nosferatu 


\\ PINBALL WIZARD Experience FAST action and 

_ REALISTIC gravity as never 

p"'' . - . . i ’before. You can even use the 

f w } 1 1 * flippers to trap and hold the 

♦ bail. NUDGE the table too- 

* ♦ but not too much or it tilts! 


TERMINAL 


SELECTED PROGRAMS AVAILABLE IN 




TERMINAL SOFTWARE 

777 28 CHURCH LANE. PRESTWICH, MANCHESTER M25 5AJ 
TEL061 7739313 


PRINCIPAL WHOLESALE DISTRIBUTORS: 

PCS blackburn Centre5oft west midlands 
SoftShop londo'n 

EUROPE: 

WI COSO FT- D0SSELDORF 
TIAL ALMHULT 
AASHIMA ROTTERDAM 












format is traditional, with no 
sound or graphics. Underground 
Adventure has a save-to-tape 
option which is sorely missed on 
the other two. 

Two versions of the cassette 
are available, one for the CBM 64 
and the other for the Vic-20. Both 
versions are the same and 
happily, so is the price. If you 
have a Vic though, you will need 
16K expansion for the first two 
adventures; Underground 
Adventure requires a fully- 
expanded 32K machine which 
will limit it to a select group of 
Vic owners. Duckworth WG/PR 


SUPER DOGFIGHT 

CBM 64 

Joysticks or keyboard 
Price £9.95 

A game for two players in direct 
competition is quite a novelty, 
although we suspect it would 
soon wear off. There’s no option 
in this game for one player 
competing with the computer. 

The setting is a duel between 
two World War I biplanes. You 
can apply left or right rudder to 
steer your plane and the object is 
to shoot at your opponent; the 
computer records each time you 
score a hit and the game ends 
when one player achieves ten 
hits. It really is a very simple 


game and there is nothing 
special about the graphics, 
although the sound effects are 
very realistic. The games can be 
played with two joysticks, or 
alternatively one joystick and the 
keyboard. The game would 
probably have been much better 
given an adjustable skill level for 
each player and also for the 
ability to accelerate or 
decelerate the planes. As it 
stands, the game becomes 
monotonous and would not hold 
the interest of an arcade game 
fanatic for long. WG/PR 

Terminal Software 


Presentation: ■■□□□ 
Skill level: ■■■□□ 
Interest: ■■■□□ 
Value for money: ■■■■■ 



Presentation: 

■■■□□ 

Skill level: 

■■□□□ 

Interest: 

■■□□□ 

Value for money: 

■■□□□ 


ROADTOAD 

CBM 64 
Joystick only 
Price £8.95 




cawtwirt a 


Nothing new or original here - a 
carbon copy of Frogger. You are 
trying to cross a road first, 
dodging cars, lorries, the police, 
etc.; and you traverse a river by 
hopping between leaves, logs 
and turtles. You are awarded a 
bonus for every toad which 
returns home. After four toads 
have successfully returned, you 


progress to the next skill level 
where life gets more hazardous. 

The game is a very good 
version of the original, with 
excellent sound, graphics and 
colour. The smooth movement 
and good joystick 
control make the game very 
playable. The main criticism is 
the price - at £8.95 one would 
have expected something a little 
more original. WG/PR 

Audiogenic Ltd 


Presentation: 

■■■□□ 

Skill level: 

■■■□□ 

Interest: 

■■□□□ 

Value for money: 

■■□□□ 



VIC 20 


Vixen RAM Cartridge 


Switchable between 16K, 1 IK, 8K and 3K 




Gives you the option of full 16K RAM or 8K and 3K RAM in one package. When added to a 
standard Vic-20 gives 16384 bytes or extra memory in memory blocks 1 and 2 or 3092 bytes 
of extra memory into the 3K memory block AND 8192 bytes of extra memory switchable 
between memory blocks 1 and 3. 



• Fully compatible with available motherboards/modules q o a QC 

• Simply plugs into the rear expansion port of computer 1; j4./v 

• No re-addressing of existing Basic programs needed 



THE VIXEN MOTHERBOARD 

I wish to order the following: 



THE EXPANDABLE EXPANSION SYSTEM - Providing 4 additional 

Quantity Item 


Amount i 

cartridge slots PLUS ROM socket. The slots are switchable, 
enabling cartridges to be left in place and selected as needed by 
switching, thus avoiding constant handling and danger of 
breakage. Having one socket at the rear enables further 
expansion. Used in conjunction with one or more Vixen Rams full 
expansion can be achieved. ROM socket enables ROMS and 

Eproms to be fitted for future software programs, toolkits, stc. 

A range of ROM based software will soon be available from the 
manufacturers. Industry standard Eproms, 2716, 2732, etc., are 
readily available and easily programmed and copied. 

A sound investment for the serious user and serious games player 
which will not become obsolete. £ 3 1 93 lllC 




TOTAL 



All prices include VAT and post and packaging. All items include a full year 

guarantee. Products are stocked and usually despatched within 10 days. 

Overseas customers add £4 post and packing. Cheques/Postal Order, etc., 
payable to Tremiver Ltd. 

Please debit my Access/Barclaycard/Diners Chib Int/as below. Round the clock 

7 days a week . 

Telephone orders | 

0256 52208 

Card No. | M II II II J 

[ 1 

1 1 1 U i 

Signature 



Name 



TREMIVER LTD 

93a Pack Lane, Basingstoke, Hants 

AHHrPss 



J 


CU | 
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GAMES MACHINE LTD. 


MU 


THE FABULOUS WANDA AND THE SECRET 
OF LIFE THE UNIVERSE AND EVERYTHING 
An adult fantasy game with Arcade Action 
You are travelling far from home looking for good 
times around the Universe, when you are 
intercepted by the evil Brutus of the Federation 
Brutus forces you to go and seek the Secret of Life, 
the Universe and Everything - known only to the 
Fabulous Wanda, a hostess in the Spaced-Out Inn in 
Highsville on the planet COPUS You are teleported 
down to Highsville where the Customs man 
demands money for Teleport Tax 

There is a video game in the Terminal with 
3 credits left 

Now you are on your own and you must decide how 
to proceed to Highsville Mainstreet to find the 
various establishments to enter and 


AAARGH!CONDOR 

George falls into a day-dream whilst sitting 
comfortably in his armchair smoking his pipe 

A scene floats in front of him of a landscape with 
trees and a mountain in the background A damsel 
lies helpless having fallen down the mountainside 
A strange vulture-like bird is flying down to seize 
the damsel and carry her off.The damsel is now 
becoming hysterical and frantic with fear - George 
knows what he has to do 

George at once becomes the hero but he has many 
hazards to overcome including deadly arrows from 
the local warrior, deadly creatures and eggs 
carefully aimed from the air. Can George make it to 
the top of the mountain to take the spear and kill 
the bird? Will George finish the game before he 
drops his pipe and burns the house down?! 


EGBERT 

A fast Arcade Action Game for all the family to play 
Written in 100% Machine Code for super-fast 
action! 

Egbert works on the production line at LEYSPACE' 
It was a comfortable life until the invasion of the 
TEBBITES from the planet TOR. Egbert's union has 
been exterminated and the Tebbites have left their 
deadly Pets running wild in the workplace. As if that 
wasn't enough, the evil invaders have forced Egbert 
to take care of an Egg - damaging the Egg will have 
fatal consequences for poor Egbert. Egbert is now 
on piecework - can he earn a decent wage? Can he 
even survive? WARNING! You may get an ulcer by 
playing this game. 

SIX LEVELS OF SKILL 

ANYBODY WHO CAN DO LEVEL 6 SHOULD WRITE 
AND LET US KNOW! 


New and original games 
for the COMMODORE 64 

Also available soon 
/trgames for STACK LIGHT RIFLE 

GAMES MACHINE LTD. 

Business and Technology Centre, Bessemer Drive, Stevenage, Herts. SGI 2DX 
Telephone: (0438) 316561 Telex: 825824 


And now for something 
completely different... 


GAMES MACHINE LTD. 


Please add 50p to cover post and packing. 

I enclose a cheque/P.0. payable to GAMES MACHINE LTD., for £--- 

or debit my Access Barclavcard account no. ---—---- 

Signature---*— 

NAME---I-----MB 

address _.:__JjJ mmm 


QTY 


SENDTO- 

GAMES MACHINE LTD. 
FREEPOST 
STEVENAGE 
HERTS. SGI 2YH 


WANDA 


CONDOR 


EGBERT 


TOTAL 


DEALERS AND DISTRIBUTORS REQUIRED. GAMES AND EDUCATIONAL PROGRAMMES WANTED FOR ANY HOME COMPUTERS. 
















































Commodore 64 Video: 


A guided tour by Jim Butterfield 


Part 3: Sprites 


The story so far: we're touring the 6566 chip, which gives the Com¬ 
modore 64 its video. We have noted that the chip goes to the memory 
for its video information, but can only reach 16K at a time; the com¬ 
puter controls which 16K bank via control lines in 56576 (Hex DDOO). 
Then we looked through the functions of the non-sprite video control 
words at 53265 to 53286 (Hex D011 to D026). Now on to sprites 



Sprites are completely separate 
from the conventional video 
circuitry. You can lay a sprite on 
top of just about anything. But first, 
what’s a sprite and how do we 
define it? 


Sprites are sometimes called 
Movable Object Blocks (MOBs); 
and that’s what they are, movable 
objects. The nice thing about them 
is that they appear on the screen 
independently of the main screen 
image. So we can have a sprite 
airplane flying across the screen; 
and when it passes a background 
object, the object reappears as the 
plane passes by. This can save a 
lot of programming. 

We noted in Part 1 that the 
video chip can reach only 16K for 
its information. This includes three 
things: the screen memory (or 
video matrix), the character 
generator (or character base) the 
same way, and the sprite 
information. It all has to come out 
of the same 16K section. 

When we learn how to draw 
sprites, we’ll discover that each 
sprite occupies 63 bytes and uses 
a 64-byte block. So within 16K we 
could draw up to 256 sprites. We 
can’t use more than eight at a time, 
but we can have up to 256 
drawings waiting to be used. The 


sprite positions number from 0 at 
address 0, through 1 at address 64, 
up to 255 at address 16320. 

We cannot use all of the 128 
sprite positions, of course. For one 
thing the video matrix and the 
character base will take up a total 
of 3K of memory, and this space 
won’t be available to us. That cuts 
us down to 80; and depending on 
the 16K block we have chosen, 
there may be other forbidden 
locations. 


The normal configuration is for 
the video chip to access 0 to 
16383, and there’s a lot of 
forbidden territory in there. Many 
of the first 1024 bytes are busy as 
a Basic work area; the screen is 
normally 1024 to 2023 (more on 
that later); the character base 
appears in addresses 4096 to 8191, 
since there are two complete 
character sets; and everything 
above 2048 that isn’t used by the 
character base is used to store 
your Basic program. 


We haven’t started yet, but we 
seem to be out of sprite memory! 


—JU 
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/ - TRANSFORMS THE CCMODORE 64 

SI / J* COsi^ INT0 A FULL-FEATURED and 

fj . it L fl/) iVLyl — PROFESSIONAL DATABASE 

V / / hOTlU^^ /I system! with up to 1000 

CHARACTERS PER RECORD ON UP 
f JWk ^ TO 4 SCREENS... AND UP TO 

V-^ .JHk 128 ITEMS PER RECORD, 

§ DEFINABLE AS KEY, TEXT, 

NUMERIC, CONSTANT, RESULT OR DATE... IN FILES OF UP TO 16m CHARACTERS! 
SUPERBASE EVEN HAS SPREADSHEET AND CALCULATOR CAPABILITY, CALENDAR 
FUNCTIONS, EASY INPUT FROM WORDPROCESSOR/DATA FILES, BOTH MENU-DRIVEN AND 
PROGRAM OPTIONS, SORTING/SEARCHING, FULLY DEFINABLE OUTPUTS... SUPERBASE 64 
IS ESSENTIAL IF YOU WANT THE MOST FROM YOUR 64! SUPPLIED ON CBM 1541 DISK 
WITH EXCELLENT TUTORIAL/REFERENCE MANUAL. EX-STOCK NOW! 

#0UR PRICE ONLYX^ST £88! 

NOW AVAILABLE ON CARTRIDGE, 
VlZAWRITE 64 IS A HIGH- 
PERFORMANCE, LOW-COST WORD 
PROCESSOR, WITH ON-SCREEN 
FORMATTING, THAT TAKES FULL ADVANTAGE OF THE 64'S COLOUR, GRAPHICS AND 
MEMORY FEATURES... AND SUPPORTS VIRTUALLY ANY PRINTER! WITH A COMPREHENSIVE 
AND EASY-TO-FOLLOW USER MANUAL, VlZAWRITE OFFERS THE ULTIMATE IN PERSONAL 
COMPUTER WORD PROCESSING! ALSO AVAILABLE ON DISK (OUR PRICE £" 79 : 35- £65!). OR 
combined with VizaSpell (our price - £ 99.00 £ 85 !). 


VlZAWRITE 64 


OUR PRICE ONLY £68! 


MASTER 64 is a totally new 

CONCEPT... A COMPLETE PROGRAM 
DEVELOPMENT PACKAGE, THAT'S 
AVAILABLE NOW FOR THE CBM 64. 


o/Vtaster''" 1 64 

MASTER has 85 new commands... and BASIC IV too! PLUS programmer’s toolkit, 

MACHINE CODE MONITOR, BUSINESS BASIC, KEYED DISK ACCESS, SCREEN MANAGEMENT, 
USER-DEFINABLE INPUT ZONES, REPORT GENERATOR, 22-PLACE ARITHMETIC, DATE 
CONTROL, STRING FUNCTIONS, DISK DATA COMPRESSION, SCREEN PLOTTING, SCREEN 
DUMP, OPTIONAL SOFTWARE PROTECTION KEY, AND MORE... IN FACT EVERYTHING YOU 
NEED TO PROGRAM YOUR 64 TO TOP PROFESSIONAL STANDARDS? MASTER 64 COMES WITH 
A FULL USER REFERENCE MANUAL, QUICK REFERENCE GUIDE AND DEMO PROGRAMS. ALSO 

available for CBM 700 (£339.25) and CBM 4032/8032/8096 (£339. 25- £225!). 

• SPECIAL OFFER PRICE£115! 


These are just some of our fine software products for C0W0D0RE computers... 

PLEASE TELEPHONE OR WRITE FOR FREE DATA SHEETS? PRICES SHOWN INCLUDE 15% VAT 
AND ARE CORRECT AT TIME OF GOING TO PRESS. ORDER BY POST/TELEPHONE/PRESTEL, 
USING CHEQUE, ACCESS, BARCLAY CARD OR OFFICIAL ORDER. TELEPHONE 01-546-7256 
FOR SAME-DAY DESPATCH! POST FREE EXCEPT on credit/overseas orders. (REF A23) 


Caicn Software 

LAKESIDE HOUSE, KINGSTON HILL, SURREY KT2 7QT TEL 01-546-7256 



transforms the CONMODORE 700 or 
CBM 8096 into a full-featured 

PROFESSIONAL DATABASE SYSTEM? 
WITH UP TO 1000 CHARACTERS PER 
RECORD ON UP TO FOUR SCREENS... 
AND UP TO 128 ITEMS PER RECORD, 
DEFINABLE AS KEY, TEXT, NUMERIC, 
CONSTANT, RESULT, OR DATE... IN FILES 
OF UP TO 16M 'CHARACTERS! SUPERBASE EVEN HAS A SPREADSHEET AfC CALCULATOR 
CAPABILITY, AND CALENDAR FUNCTIONS, EASY INPUT FROM WORD-PROCESSOR AND DATA 
FILES, BOTH MENU-DRIVEN AND PROGRAM OPTIONS, SORTING/SEARCHING WITH MULTIPLE 
CRITERIA, FULLY DEFINABLE REPORT AND SCREEN FORMATS, TRANSACTION HANDLING... 
SUPERBASE IS ESSENTIAL IF YOU WANT THE MOST FROM YOUR COMMODORE COMPUTER? 

•SPECIAL OFFER PRICE £517.50 £425! 


TTUk>CTT(V* OIITI T-TK1 CPCI I TKIG TUPPUP 


bt 

I 


Superscript II is the complete 

DOCUMENT PREPARATION & STORAGE 
SYSTEM, MAKING OPTIMUM USE OF 
MEMORY & DISK SPACE... AND IT'S 
AVAILABLE NOW FOR THE COMCDORE 
700 COMPUTER, WITH A HOST OF NEW 
FUNCTIONS, INCLUDING CALCULATOR, 
ARITHMETIC,* BUILT-IN SPELLING CHECKER, AS WELL ALL THE OUSTANDING FEATURES 
OF THE ORIGINAL SUPERSCRIPT... IN SHORT, IT OFFERS ALL THE ADVANTAGES OF A 
PROFESSIONAL WORD-PROCESSING SYSTEM, AT A PRICE THAT CANNOT BE IGNORED! 

•SPECIAL OFFER PRICE £517.50 ' £425! 


cTVIastei^*: 
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MASTER 700 is a totally 

r NEW CONCEPT... A COMPLETE 
PROGRAMMING AND SYSTEM 
DEVELOPMENT PACKAGE, AND 
r IT'S AVAILABLE NCW FOR THE 

new COMMODORE 700 computer. MASTER ados 85 new commands to CBM basic, 

INCLUDING PROGRAMtCR'S TOOLKIT, BUSINESS 8ASIC, KEYED DISK ACCESS, MULTI¬ 
SCREEN MANAGEMENT, USER-DEFINABLE INPUT ZONES, REPORT GENERATOR, 22-PLACE 
ARITHMETIC, DATE CONTROL, STRING FUNCTIONS, DISK DATA COMPRESSION, SCREEN 
PLOTTING, SCREEN DUMP, AND MORE... IN FACT EVERYTHING YOU NEED TO PROGRAM 
THE CBM 700 TO TOP PROFESSIONAL STANDARDS! SUPPLIED AT £339.25, WITH USER 
REFERENCE MANUAL, QUICK REFERENCE GUIDE AND DEMIO PROGRAMS, ALSO AVAILABLE 
FOR THE CBM 64 ( £1 4 3.7 5- £115!) amd CBM 4032/8032/8096 ( £339.2 5 £225!) 


These are just some of our fine software products for COWODORE computers... 

PLEASE TELEPHONE OR WRITE FOR FREE DATA SHEETS! PRICES SHOWN INCLUDE 15% VAT 
AND ARE CORRECT AT TIME OF GOING TO PRESS. ORDER BY POST/TELEPHONE/PRESTEL, 
USING CHEQUE,- ACCESS, BARCLAY CARD OR OFFICIAL ORDER. TELEPHONE 01-546-7256 
FOR SAME-DAY DESPATCH! POST FREE EXCEPT on credit/overseas orders. (REF A24) 

Calco Software 

LAKESIDE HOUSE. KINGSTON HILL. SURREY KT2 7QT TEL 01-546-7256 


Educational Software 



MICRO 

MATHS 



tf&'ai&m. REVISION 


PET 

Commodore 64 
Unexpanded VIC 
ZX Spectrum 
ZX81 

BBC Micro 
Apple 


All software for the above computers 
MICRO MATHS 24 program revision or self tuition course to 
O-Level. 

£24.50 (cassette). 

ANIMATED ARITHMETIC Teaches using moving colour 
pictures (not words). Ages 3-8. £6.50 (disc. £7.50). 

MASTER MATHS (Apple, PET and CBM64 only). 50 program 
O-Level course or teacher’s aid. Amazing graphics. 

"... the programming standard is high. The programs are 
robust... ” TIMES EDUCATIONAL SUPPLEMENT 

Vic and 64 Micro Maths and CBM64 Master Maths. Phone or 
send orders or requests for free catalogue (200 programs) to: 

LCL World leaders in Maths educational soft- 

26 Avondale Ave (distributed in 24 countries) 

Staines, Middx. 

Tel: 0784 58771 

IMMEDIATE DESPATCH discounts 


GENEROUS TRADE 


Arcade software for COMMODORE 64 
Action-packed 100% Machine Code 



£6.95 

Scale the ladders to get your Space Hammer but 
watch out for the homicidal Meanies", the 
slightest touch and you'll be electrocuted. Once 
the Hammer is in your hands you can start to rid 
the world of the meanies: chase them up and 
down the ladders, through the escape door, lure 
them into holes dug with your space hammer. 
When you trap one, rush over and BONK him on 
the head. But Hurry! If you loiter he will climb 
out, fill in the hole, and then home in on you, 
flashing in anger! To add to your problems your 
oxygen is running out and the meanies move 
fast the more you kill. A superb arcade-style 
game with Hall of Fame. Uses one joystick. 

LATEST RELEASE - AVAILABLE NOW! 

CYBERMEN 

You, our hero, attempt to remove the platinum from the Cosmic space station inhabited by the 
Cybermen. Programmed to destroy all intruders, their duty is to protect the precious metal. For safe 
keeping this has been distributed throughout the random maze of corridors of which the space station 
consists. Not only do the Cybermen home in on you but you will be electrocuted if you touch the maze 
walls. Your phaser will kill the Cybermen but the corridors are also patrolled by the indestructible 
overseer who possesses the unearthly power of moving through walls. 

All orders despatched by return first class post. 
Callers and Trade enquiries welcome. 

Dept CU2, 2 Glensdale Street, Leeds, LS9 9JJ. 
Telephone (0532) 480987 

J. MORRISON (MICROS) Ltd. 

Suppliers of quality machine code software since 1978 


£6.95 

"There in the sky I saw the screaming alien 
birds. They had come to invade our planet. 
People ran in wild panic and desparation in 
some vain hope of escape. But there was no 
escape. The aliens swooped out of the sky 
killing anyone in their path. I alone decided to 
stay and fight, but then the eggs hatched and 
the true horror began..." A fast-moving Galaxian 
type arcade game with Hall of Fame and bonus 
lives. Uses one joystick. 



































If we want to draw lots of sprite 
pictures, we would need to do one 
of two things: move Basic RAM so >jxj 
that it starts at a much higher 
location. Or move to another 16K 
block that is not so busy. Xv! 

For the moment, we can find 
room for a few sprites in the 
existing space. I find the following |:jxj 
sprite areas available - sprite 11 at 
704 to 766; sprite 13 at 832 to 894; 
sprite 14 at 896 to 958; and sprite 
15 at 960 to 1022. These last three 
use the cassette tape buffer; if we 
use cassette tape during the 
program run, the sprites will 
become very strange... X : X 


Drawing 


There are quite a few utility 
programs around that will help us 
draw sprites. You should use 
them; they will help make life 
easier. In the meantime, we can 
draw a sprite the hard way by 
using a sheet of squared paper. 

Let’s draw a target reticule. First, vX; 
we’ll sketch it: X;X 

xxxxxxxx*•••••• ixxxxxxxx 

*•••••••••••••••• ••••••x 

• ••••••••••••••••••••••a 

• ••••••••••••••••••'•••A* v!;! 

• ••••••••••••••••••••••a 

••••••••••••••••••+••••• vX; 

• •••••••••••••••••••••A* 

•••••*••••••*••••••••••• 

••••••••••xx*xx««***»*** X*X 

• •••••••••••x*****«***«* 

• •••••••••••••••••••••A* 

... Xv 

§••••••••••••••••••••••• ;XX 

• •••••••••••••••••••••A* 

•••••••••••••••••••••••• Xv! 

vX; 

XXX 

xxxxxxxx*• • • • • • «xxxxxxxx x,*x 

There are twenty-four pixels xX 
across (that takes three bytes of 
eight bits each), and twenty-one 
down. We may analyze the pixel 
pattern eight at a time, using a 
binary system to describe each X*X 
byte. We end up with a data 
statement something like: : :*x 

10 DATA 255,0,255,128,0,1,128,0, !•:! 

1,128,0,1,128,0,1,128,0,1,128,0,1 Xv: 
20 DATA 0,8,0,0,8,0,0,8,0,0,52,0, x*:- 

0 , 0 , 8 , 0 , 0 , 8 , 0 , 0 , 8,0 

30 DATA 128,0,1,128,0,1,128,0,1, XX : 
128,0,1,128,0,1,128,0,1,255,0, 

255 :W 




Now we ‘place’ the sprite into slot 
13 by this: 

40 FOR J=0 TO 62:READ X: 

POKE J+832,X:NEXTJ 

Good. Running the program this 
far will place the sprite into slot 13 
... but it won’t do anything. It’s just 
a picture, and nobody is using it. 
That’s OK. In fact you’ll often want 
to have dozens of pictures 
available even though you might 
end up using only one or two at a 
time. 

Let’s tell a sprite to use this 
drawing. We do it in an odd way: 
we don’t use the video chip 
control registers at all. Instead, we 
use the video matrix, or ‘screen 
memory*. 

You may recall that 1024 
addresses are set aside for the 
video memory, but the screen 
only holds 1,000 characters. What 
about the extra? At least some of 
them are used to designate which 
sprite picture to use for a given 
sprite. The last ‘live’ screen 
address is 2023. We could point 
sprite 0 to sprite drawing 13 (the 
one we have just done) by POKE 
2040,13. 

Better yet, let’s point all the 
sprites at this drawing: 

50 FOR J=0 TO 7:POKE 2040+J, 
13:NEXTJ 


; We’re almost ready to energize 
! the sprite... but first, let’s give it a 
position by POKEing to 53248 and 
53249. Let’s put a value of 99 in 
; each, and then turn the sprite on. 

If you’ve run the above 

• program, you may do this with a 
direct command. Or give it a 
program line: 

: 60 POKE 53248,99:POKE 53249, 
99:POKE 53269,1 

*: Either way, you should get our 
: sprite on the screen. Now we can 
! play with it, and see how easy 
: some things are to do. Notice how 
; you can see right through the 
!• transparent portions of the sprite 
*: to the program listing behind. You 
: can try changing the sprite colour 
! as desired by POKEing a value 
.* from 0 to 15 into location 53287. 

: One colour will be the same as the 
!; background, so that the sprite will 
be almost invisible... but not quite, 

• since we can see it when it covers 
! part of the text. 


Moving 


•* You can move the sprite around at 

; will by changing the values you 
have POKEd into 53248 and 53249. 
•: Try playing with the values: you 
!; may find that you can move the 
sprite partly or completely off the 

: screen. If you like, try the 

• following command: 


FOR J=99 TO 150:POKE 53248,J; 
NEXT J 

... and then substitute 53249 for 
53248 and try it again. Neat? You 
bet. And there’s more to come. But 
first, a small problem to be 
resolved. 

We can move the sprite 
vertically anywhere we like - 
including partly or completely off 
the screen. But the screen is wider 
than it is high; and we can’t reach 
the whole screen with the range of 
values (0 to 255) that we can POKE 
in 53248. 

We need a high-bit to cover the 
extra distance. You’ll find this in 
53264; POKEing 53264 with a value 
of 1 causes sprite zero to be 
moved to the right - perhaps off 
screen. 

Let’s stop for a moment and 
look at video registers. When we 
set the X and Y position for sprite 
zero by changing 53248 and 53249, 
we recognized that we would 
need a different set of locations 
for sprite one - 53250 and 53251, 
as it happens. And when we set 
sprite zero’s colour to any one of 
the sixteen combinations by 
changing address 53287, we see 
that we’ll need a new colour 
address for sprite 1 - 53288. 

But the other sprite registers 
use a different system. One 
register controls all sprites, so that 
address 53269 allows us to turn on 
one sprite or all eight. We use a 
bit map to arrange this. The 
pattern is: 

Sprite 0 - value 1 
Sprite 1 - value 2 
Sprite 2 - value 4 
Sprite 3 - value 8 
Sprite 4 - value 16 
Sprite 5 - value 32 
Sprite 6 - value 64 
Sprite 7 - value 128 


We use addition to signal a 
combination of sprites. If we 
wished to turn on sprites zero and 
two, for instance, we would POKE 
53269,9 (nine is the sum of eight 
and one). All other sprites would 
be turned off. 

That’s how the X-position high 
bit works: we set sprite zero to the 
right hand sector of the screen by 
POKE 53264,1. All the other 
registers we will discuss work the 
same way. 

You may be pleased by the way 
that the sprite moves over the top 
of the text on the screen; it would 
move over a background picture 
just as easily, of course. But we 
have another option - you can 
make the sprite move behind the 
main screen if you wish. Do this 
with location 53275. For example, 
POKE 53275,1 will place the sprite 
behind the screen text. K] 
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CODEWRITER FORTHE 
COMMODORE 64 


Instant programming? By Neville Ash 


One of the things people soon find out about home computers is that to go any further than 
playing games they must learn a programming language. But why do you need to learn a 
special language? Why can't the computer understand your own language, English? 

And having learnt Basic or whatever, it soon becomes clear that proficiency can be 
very elusive. How to write elegant, efficient programs? How to make the programs do 
complex things, like run business applications with 'help' displays, data entry screens, 
files and file updates, selective reports? 
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It was these questions that Tony 
Thome of Dynatech asked, and 
they led to a whole company 
springing up to manufacture 
programs that write programs for 
you. Neville Ash reviews 
Codewriter for the 64. 

About the same time DJ A1 
Systems produced a program 
called The Last One, probably the 
most publicised software for 
microcomputers in history: and it 
too is a code generator. 

From November 1982 when the 
first version of Codewriter 
appeared (at the Comdex show in 
Las Vegas) the program has been 
developed to work on an 
increasing number of micros. And 
when it was launched for the 
Commodore 64 earlier this year it 
became the first generating 
system to be available for a 
microcomputer costing under 
£300. 

While it is certain to be 
followed by other manufacturers, 
why has it taken so long for a 
code-generating system to be 
available for the lower-priced 
machines? 

Two main reasons have 
probably caused this delay. Most 
of the budget-price micros use 
cassettes with all the limitations 
this places on the software 
developer: and the memory 
available was always limited, 
when program generators 
inevitably need a lot of RAM. 

With the Commodore 64 we 
had a computer with 64K - fully 
50 per cent more than the 
Spectrum and Oric, twice the 
capacity of the Dragon. The 
Commodore 64 also scored with 
its proven disk drive system. And 
now it’s below £200, the price is 
really attractive. 

So maybe the first-time user 
who wants to write a program 



without learning a language has 
the chance to catch up. The best 
way to describe Codewriter is to 
explain what the program really 
does, cutting through all the pub¬ 
licity. 

Programs that write pro¬ 
grams 


The key to what is done by the 
program Codewriter is right in 
front of you. This package creates 
the computer code - hence the 
name Codewriter - from the 
answers to questions the program 
puts to you and the information 


you enter: as your own program 
is created this software turns all 
the information that has been 
typed in at the keyboard into 
lines of Basic. 

So to be perfectly accurate, the 
user writes the program: and the 
software just creates the code. In 
fact the term ‘program generator’ 
has resulted in so much bad 
publicity (you still have to do 
quite a lot of work) that Dynatech 
now uses the slightly more down- 
to-earth phrase “the plain- 
language program design 
system” to describe Codewriter. 

The package containing 


Codewriter itself is made from 
moulded plastic and would look 
equally happy on a bookshelf. 
Inside are five items: two floppy 
disks, two manuals and a dongle. 

Codewriter is only available in 
disk form; Commodore 64 users 
with cassette recorders will have 
to fork out £200 for a disk drive to 
take advantage of this program. 
Why only on disk? Because to use 
tape would have produced 
technical limitations and the end- 
user wouldn’t have been satisfied 
by the difficulties of using it. And 
a disk system opens the door to 
far more flexibility with the 

































COUNTDOWN 


Time is important. 
Accuracy essential. 
Courage mandatory. 
But, above all, Nerve 
is the prime attribute 
needed for your 
mission as an agent 
in the crack S.M.U. 

A Superb Arcade / 
Graphical Adventure. 
VIC 20 8K or 16K 
Expansion. Keyboard 
or Joystick. 


Where does your fantasy 
go when your mind leaves 
your body ? 

IViegawarz will take you 
there you can be sure. 
High resolution, multi 
colour graphics. 

Sprite graphics. 
Synthysound. 

Pure Machine Code 
action. 

Arcade Standard. 

A magical planetary 
trip. 

COMMODORE 64 
Keyboard or Joystick. 


CHOCABLOC 


A fast moving, pure 
Machine Code action 
game, with Chocabloc 
our hero trying to sort 
out some Real Cool 
Choc Bars — until every¬ 
thing goes crazy and the 
action is on! 

Arcade standard. 

Fully Featured. 

Excellent sound and 
graphics. 

VIC 20 8K or 16K 
expansion. 

Keyboard or Joystick. 


.JfSSSSoooff 

".an addictive 

Clr 


game...the Graphics 
are very good indeed 
...there's also a lot of 
very good programm 
ing." Personal Computer 
News. Dec22 Jan 4 1984. 

Can you use the very 
sophistocated defence 
set up to beat off the 
cunning Swagmen ? 

Pure Machine Code 
Action. Fully Featured. 
Super!) colour and 
Graphics. 

A game with a difference 

Any VIC20 Joystick. 
COMMODORE 64 
Keyboard or Joystick. 

e5.50 & e7.50 


MEGAWARZ 


WRITING 

MARKETABLE 

PROGRAMMES? 

Hitch your wagon to 
PARAMOUNT. Send 
for evaluation and terms. 


TRADE ENQUIRIES 
Tel; (0642)604470 


PARAMOUNT SOFTWARE 
67 Bishopton Lane, Stockton, Cleveland, TS18 1PU. 
( England ) 

CHOCABLOC £6.50 [ ] Name. 

OUTBACK £5.50 [ ] Address. 

OUTBACK 64 £7.50 [ ] . 

COUNTDOWN £5.50 [ ] . 

MEGAWARZ £7.50 [ ] .. 

JOGGER £5.50 [ I . 

I enclose cash/cheque/P.O. for £. 

Overseas orders please add £0.50 per item CU FEB 




JOGGER 


Truly a jogger amongst 
joggers. If you have trotted 
with the rest, now run with 
the best. 

Machine Code action. 
Superlative sound. 

Creative Colour. 

A quality programme 
from Paramount. 

Any VIC 20. Joystick. 

£5.50 



























































cpilot Software City 



cpilot Software City 


WE HAVE THE LARGEST 
SELECTION OF GAMES 
AND EDUCATIONAL 


SOFTWARE IN LONDON 


COME AND VISIT 
THE SPECIALIST 
SOFTWARE SHOP 
AND FIND OUT 
FOR YOURSELF 




it Games and Education 
it Books, Magazines & Supplies 
it Software Demonstration 
it Computer-time Rental 
it Business Software 
it Da ta Base Design 
it Accessories and Furniture 



32 Rathbone Place, London, W1P 1AD 01-636 2666 



4 minutes 

Tottenham Court 
Road Tube 

































BATTERY 


TO EARTH 


SOUNDER AT^Sg 
RECBVING STATION 
SN ACTION . 


software, anyhow, and it expands 
the possibilities for the 64 user. 

The dongle (Dynatech calls it a 
‘protection key’) is a security 
device to stop you ripping off 
copies of the program. It is 
inserted into the cassette port 
with the Dynatech label on top. If 
this dongle isn’t fitted, the 
software won’t work: it’s as simple 
as that. (A program created with 
Codewriter doesn’t need a dongle 
to make it work, however.) 

The first disk is used to create 
the screen for the information you 
enter and the software to go with 
it, the second one handles the 
reports and menus. For back-up 
disks the user sends the 
guarantee registration form back 
to Dynatech; this also entitles you 
to one years free subscription to 
Dynatech’s Insight newsletter, 
which could become a good thing 
(with hints and tips) but which at 
present is mostly PR blurb. 

The two manuals supplied are 
to some degree complementary, * 
with the main one handling most 
of the information and 
instructions. The second thinner 
volume covers the menu 
operation in detail and discusses 
a few refinements that have been 
done to the Codewriter program. 


Codewriter in use 


The first part of creating a 
computer program using 
Codewriter starts with the data 
entry system. This effectively 
determines the way you want 
information laid out on the screen. 

After loading the first disk into 
the drive, the shift key and 
Commodore shift key are 
pressed - this starts the upper/ 
lower case mode operating for 
Codewriter. Now type LOAD 
“NEWMENU”,8 and the program 
will load. Don’t make the same 
mistake I did and make 
‘newmenu’ two words - if you do, 
the program won’t load! Follow 
the instructions and there’s no prob¬ 
lem. 

Once the program is loaded, 
READY will appear on the screen 


and you can type RUN. This 
brings up the main menu of the 
Codewriter. 

There are three options in it: 

# create a data entry system 

# format a disk 
9 exit to basic 

The first step is to format the disk 
which will be used to store the 
program created by Codewriter. 
(As formatting a disk clears any 
data or program from the disk 
when F for format is pressed, a 
warning appears to give you the 
option of changing your mind.) 

The Codewriter disk is removed 
from the drive and a blank disk 
inserted. Then Y (for yes, go 
ahead and format) is typed. 

Now the first step in creating a 
program can be taken - the data 
entry. Taking the first option in 
the main menu brings up the 
Create Data Entry System menu. 
Here the options are: 

# create screen layout 

# create an application 

# exit to basic 

Every program starts with the 
screen layout and goes from 
there. Selecting this will display 
its own five option menu and the 
first one - Edit or Create a Screen 
is taken. This allows you to set up 
a form on which data can be 
entered when your program is 
run. 

Press E for Edit or Create, and 
a mass of instructions appear on 
the screen. The amount of detail 
appears confusing at first, but the 
manual covers it quite well. 

Although the image on the 
screen is 40 x 22 lines, column 40 
cannot be used as part of the 
screen design. 

In fact being able to follow the 
screen instructions on keys which 
allow you to move around the 
screen, was far better than the 
average manual trying to explain 
the same thing. 

Once this screen is complete, 
there is a choice of either viewing 
the complete screen or producing 
a hard copy version via a printer. 

The first thing this screen 
needs is a label or title, simply a 
description of the display. After 
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the label the headings are typed 
in, followed by a number of dots 
corresponding to the amount of 
space in characters that you’re 
leaving for each item of data to be 
entered there. Up to 38 characters 
can be used on the 40-column 
Commodore 64. 

Then there is the date option, 
which can in the format day/ 
month/year (English-European) or 
month/day/year (American). The 
information for the headings - 
fields - can be divided into four 
distinct categories: (letters and 
numbers used as text,) numbers 
used as numbers, fields which are 
the products of calculations, and 
money fields (for decimal-type 
currencies). 


Finalising the screen 

Once you are satisfied with the 
layout of the screen, the different 
types of data can be indicated to 
Codewriter. For a field that must 
be entered from the keyboard ‘K’ 
is typed: one which is calculated 
from other fields is coded ‘P’: and 
totals are marked ‘G’. 

After this has been done you 
return to the screen format 
generator menu. At this stage 
there is the option of altering the 
format - using the Edit facility, or 
just by moving the existing 
information around with the 
Change option. 

When the screen has been 
adjusted to meet the needs of the 
user, S is pressed to save it to 
disk. But if you choose the Exit 
option before saving the screen, it 
will be lost: so you have been 
warned! 


Creating the code 

At this stage you return to the 
main menu and press A for create 
an application. Then enter a name 
- up to 25 letters - followed by 
the name of the program 
designer and one for the screen 
file. 


The next stage 


Now Codewriter will go through 
the different types of field that are 
going to be grand total fields, 
computed ones, and ‘self- 
referencing’ ones. This 
information is completed 
according to the design of the 
screen, and you’re asked for the 
maximum number of records you 
want in the data file. This 
depends purely on the amount of 
detail in the screen that has been 
created. On average between 
800-900 records can be stored 
per disk. 

The key fields are then 
designated; they can only be 
fields that are entered from the 
keyboard. 

To clean up the program error 
trapping is provided. So if an 
incorrect entry is made a suitable 
message appears on the screen - 
especially important when the 
end-user is not the person who 
wrote the program. There is a 
range of options in this section 
covering most possibilities. 

Once this stage has been 
reached the program creation 
option is taken and the whole 
program converted into Basic. In 
case there is any doubt, a 
message appears on the screen 
telling you to remove the 
Codewriter disk and to insert the 
formatted disk ready to receive 
the program. 

At this stage the file 
preparation utility is used to 
prepare the disk designated to 
hold the data from the program. 
For a simple program, that’s that. 
For more sophisticated 
applications there are extra 
facilities to look-up records, 
search, delete, verify and exit. 
And for extra complexity you also 
have options for general tests, 
data size tests,-"number and 
character tests. 

In fact the level of 
sophistication is left to the 
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operator of Codewriter - it can be 
as simple or as complex as you 
like. 


Reports 

Starting the second stage, insert 
the Codewriter disk two and load 
“sc5”,8. After the program has 
loaded you remove the disk and 
replace it with your applications 
disk. 

Now you type save U (u :sc”,8 
and press return, remove the 
application disk and replace it 
with Codewriter two again to load 
‘sort’,8. Once that program has 
been loaded, you once again 
switch disks and save U (u :sort”,8. 
This procedure transfers two 
programs from the Codewriter 
report systems disk on to your 
own user programs disk. 

And now just about all possible 
types of reports can be created, 
even with an 80-column display 
(which can be viewed one half at 
a time on the 40-column screen of 
the Commodore 64). The options 
are numerous: suffice to say that 
almost any permutation required 
canbe done. So if just part of the 
data needs to be printed in a 
certain way with a range of 
selection techniques, these can 
be specified and the report printed. 

And at the end of this section, 


this part of the program is also 
saved to disk. 

The final stage, also involving 
program transfers from the 
second Codewriter disk, is the 
menu creation system. This can 
be used to create the single menu 
for a simple program, or a whole 
range of menus for a suite of 
software created with Codewriter. 

Conclusions 

Codewriter is the first of the 
program-generating systems to 
become available for the 
Commodore 64: doubtless there 
will be more. 

The program isn’t the most 
versatile of all the contenders, but 
it is among the easiest to use. And 
for the first-time user ease of use 
legitimately takes precedence 
over sophistication. Importantly, 
because it is menu-driven there 


extremely suitable. It will not 
replace a word processing 
package or even a spreadsheet: 
Far better to buy these programs 
off the shelf. It will however do 
virtually anything else that 
involves setting up files and using 
them. 

One of the most important 
advantages is time saving - a 
program can be created in an 
overall time of about an hour or 
so and this program won’t have 
the debugging problems 
suffered with conventional 
programs written in standard 
languages. For people who feel 
Basic is a slow language - the 
program created with 
Codewriter can be compiled, 
but few users have commented 
about the slowness in operation. 

The manual is short and good 
with drawings of the keyboard 


and screen throughout. 
However so much information 
appears on the screen that it is 
almost possible to work without 
it. 

CODE WRITER ON BALANCE 


FOR 


• Makes writing programs very sim¬ 
ple 

• Can almost manage without a man¬ 
ual 

• Manual simple to understand 

• Write a program in around an 
hour if not less 


AGAINST 


• Limited to the 40 columns of the 
Commodore 64 for screen viewing 

• Can only create a single large file 

• Unsuitable for games 

• Only available on disk 


are no separate commands other 
than those appearing on the 
screen. 

Under 

review: 

Codewriter 64 


And as it appears to be so easy 
to use, bear in mind what can’t be 
done. For a start Codewriter is 
not for the games fiend - no 

Missile Command or Frogger 
from this package: for them you’ll 
need machine code. But for 
people who want to produce a 

Supplier: 

Dynatech Microsoftware 

Rue du Commerce 

Bouet 

St. Peter Port 

Guernsey 

Channel Islands 
0481-20155/26081 


program to a particular 
application, it will prove 

Price: 

£85.00 

m 



BUSINESS QUALITY PROGRAMS 
HOME COMPUTER COSTS 


Simply Write Word Processor 

A favourite with PET/CBM users since 1981. Completely rewritten for VIC- 
20 and 64, with function keys and colour for extra ease. Full screen editing. 
Keeps and appends standard sections to build contracts, quotations etc. 
Includes 'mall merge', page headers, page numbers. Links files for long 
texts. Sends control characters, graphics. Works with tape or disk files, any 
printer. Needs 16K. 

£35 + VAT tape, £40 + VAT disk (PET £5 + VAT more) 

Simply File Database Management System 

Full-function Information manager. Random access files on any 
Commodore single or dual disk drive. One of the best available systems on 
the PET/CBM at any price, and probably the best for 64 and VIC-20. 
Suitable for stock control, mailing lists, club and school records, VAT input 
and output records etc. Prints analysed columnar summaries with total 
and averages. Prints mall labels. Calculates. Creates sequential files to 
work with other programs (Including 'Simply Write'). Even Includes 
provision to add your own routine In the unlikely event It doesn't do 
everything you want! 

PET/CBM £65 + VAT: VIC-20 or 64 £60 + VAT 
Send for details of other useful Pet/VIc/64 
DEALER/DISTRIBUTOR ENQUIRIES INVITED 

15 HAVELOCK ROAD 
I TH BRIGHTON BN1 6GL 

L I U PHONE (0273) 504879 


SIMPLE 

SOFTWARE 


u 


COMMODORE 64 

reductions SOFTWARE 


Flight Simulator 

Pilot your own aircraft to a wide choice of - 
airports in U.K. Mangnificent graphics. 

Requires joystick. 

Cassette game £9.95p. 

CBM 64 Assembler 

Write, read and copy your 
own machine code programs. 

Cassette £6.95p. 

Just released-GOLF 

Play golf on this 18 hole par 72 course. 

Challenging game for all levels. 

Improve your handicap at home: 

Cassette game £7.50p. 

Lifetime replacement guarantee 

Mail order only to: 

Anger Productions 14 The Oval, Broxboume, EIM106PQ. 

Flight□ £9.95 Assembler□ £6.95 GolfQ £7.50 

NAME. 


ADDRESS 


Cut out coupon, tick which program(s) required 
and send to us with remittance 
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Sprito Editor byowumon 


This is undoubtedly one of the 
best sprite editors we’ve seen. 
It’s bulky - but it works, and 
very well too. 

One of its more appealling 
aspects is the built-in documen¬ 
tation. Not only is the opening 
display a summary of the 
commands and facilities in the 
program, there’s also an option to 
print out on a Commodore 
printer for use as a ready- 
reference guide. For those with¬ 
out a printer, here is the 
summary: 


*** SPRITE EDITOR *** 


/ 

Keys pressed 

function 

Nos. 1-8 

select sprite 

IJ.K.M, 

control cursor 

9 

fill / erase dot 

Ctrl + C 

clears sprite 

Ctrl + R 

reverses sprite 

Ctrl + A 

Australian sprite 

Ctrl + I 

imitate other sprite 

X/Y 

expand in X / Y 

shift + M 

view multicolour gird 

S 

select screen colour 

FI 

puts multicolour on/off 

F3 

select sprite colour 

F5 

select multicolours 1,2 

V 

enter sprite data 

cbm + S 

save sprite (disk) 

cmb + L 

load sprite (disk) 

cmb + E 

erase sprite (disk) 

shift + S/L 

save/load sprite (tape) 
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10 REM MM***************** 

20 REM **** *#*# 

30 REM **** COMMODORE 64 **** 

40 REM **** SPRITE EDITOR **** 

50 REM **** REVISED VERSION **** 

£0 REtl **** FOP. NORMAL AND **** 

70 PEM **** MULTICOLOUR #*** 

30 REM **** SPRITES **** 

90 REM **** **** 

91 PEM **** <C> DAVIE ELLIOTT **** 

92 REM **#* 2077733 **** 

100 REM **** **'** 

110 REM ********************* 

120 3=53231 : V=53243: DIMSD<7):FORT=0TO7:SD(T)=12233+64*T:NEXTT 
P0 POKES. 6 ; POKES-1,. 6 ; PCKEV+21,255 : FORT=0TO7 : POKE2040+T, 192+T:NEXTT 
140 PRINT"IS -CMMGDORE 64 fPRITE TUTOR <_EVISED)";CHRS(14) 

150 PRINT" —— ——" 

160 PRINT"''EVS PRESSED - FUNCTION" 

SELECT SPRITE- 



170 PRINT"/0 
183 PRINT'S, S' 
135 PRINT"9 
190 PRINT"CTRL • 
200 PRINT"CTRL • 
210 PRINT"CTRL • 
215 PRINT"CTRL 
220 PRINT"* 7 I 
225 PRINT"3HIFT 
230 PRINT"* . 
240 PRINT"-1 
250 PRINT"-3 
260 PRINT"-5 
270 PRINT"X 
280 PRINT"CBM 
290 PRINT"CBM 


1 - 3 

\ 


■ ♦ 

■ > 

+ \ 


CONTROL CURSOR" 

FILL 7 ERASE DOT" 

CLEARS SPRITE" 

REVERSES SPRITE" 

♦USTRALIAN SPRITE" 

IMITATE OTHER SPRITE" 

EXPAND IN * 7 I" 

VIEW MULTICOLOUR GRID” 
SELECT SCREEN COLOUR" 

PUTS MULTICOLOUR 0N70FF" 
SELECT SPRITE COLOUR" 

SELECT MULTICOLOURS 1,2" 
ENTER SPRITE DATA" 

SAVE SPRITE (DISK) " 

LOAD SPRITE (DISK)" 

ERASE SPRITE (DISK) * 
SAVE7L0AD SPRITE (TAPE)" 
“LEASE WAIT A SHORT WHILE 


295 PRINT"CBM - 

296 PRINT”SHIFT + *7L 

300 IFPR*0THENPRINT"W -- •• 

310 IFPR=0THENPOKE198,0 : GOSUB1450 : GOTO3*0 
315 PRINT#5 • CLOSES ’• PR=0 ■ GOTO400 

828 OETA*: IFflt*" "THEN320 

330 PRINT"MoOULD VOU LIKE A PRINT-OUT OF THE KEVS" 

331 PRINT“AND THEIR FUNCTIONS (IF VOU HAVE THE 1 

332 PRINT"XIC-1515) ? ANSWER I 7 /" 

333 GETA*:IFA*=""THEN333 
348 IFA*=“N"THEN400 

345 I FASO" V"THEN333 
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350-PR-l:0PEN5/4:CMD5:PRINTCHR$<14)CHR*<17);:GOTO160 
400 PRINT"3 n rr i Tm T ' i rn rrm-rm m " 

410 F0RT-1TQ21JPRINT"h 4":NEXTT 

430 PRINT" UXJ jlo-uju xxa juu jou-j-lx-lj-j-lj » 

440 3N=0:X*1 : V*1•G03UB1400 
450 PQKEV+16,1:POKEV/0:P0KEV+1/50 

499 REM ****** MAIN LOOP ****** 

500 Q-PtEK<1824+X+V#40) 

510 POKE 193/0P0KE1324+X+V*40,3:FORT-1TD20• IFPEEK< 197)O64THEN550 
323 NEXTT:POKE1024+X+V*40iQ 
333 FORT = i T020 : 1FPEEK (197) O64THEN550 
540 NEXTT-GOTO510 

330 P-PEEKC197) :PPI«PEEK<653) : IF<PO33flNDPO34flNDPO36RNDPO3?>ORPMO0THEN600 
550 IFP=33flNDV>1THENPGKE1024+X+V*40/Q:V=V-1•GOTO500 
370 IFP S 34ANDX>1THENPOKE1324+X+V*40 , Q:X=X-1 : GOTG508 
530 IFP*36ANDV<21THENPOKE1024+X+V*40/Q:V=V+1:GOTC500 
590 IFP«37ftNDX<24THENPOKE1024+X+V*40#Q:X=X+1:GOTO500 
595 GOTO510 
500 IFP=64THEN510 

510 ONPMGOTO700/300/510/900/510/510/510 
520 GETA* : lFVflL<A$)>0ANDVAL<A*)<9THEN$N s VAL<A*)-l : PGKE2040/ 192+SN:GOSUB1400:GOTO 
510 v 

530 IFP=32THENQ s 32-<128#<3*32)) : GOTO510 
640 IFP=23THENPGKEV+29/ -<PEEK<V+29) S 0) : UGTQ510 
550 IFP-25THENP0KEV+23/-(PEEK <V+23)=0)-GOTO510 
660 IFP=13THEN1280 

670 IFP s 31THEN1250 

671 I FP=4THENPGKEV+23.»- < PEEK < V+28 ) =0) -GOTQSie 
673 IFP=5THEN1500 
676 IFP=6THEN1550 
630 GOTO510 
700 IFP=36THEN1300 
790 GOTO510 
800 IFP=13THEN1600 
810 1FP=42THEN1650 
320 IFP-14THEN1750 
890 GOTO510 
900 IFP=20THEN1800 
910 IFP=17THEN1350 
920 IFP=10THEN1300 
930 IFP=33THEN1950 

999 GOTO510 

1000 REM **************************** 



1010 REM 

* 

INDEX TO SUBROUTINES 

* 

1029 REM 

* 

PRINT SPRITE - 

1405 

* 

1030 REM 

* 

AUSSIE SPRITE - 

1900 

* 

1040 REM 

* 

REVERSE SPRITE - 

1850 

* 

1850 REM 

* 

CHOOSE COLOUR - 

15G0 

* 

I860 REM 

* 

CHOOSE M/CLS - 

1330 

* 

1070- REM 

* 

CHOOSE SCREEN - 

1200 

* 

1030 REM 

* 

SAVE <DISK) - 

1630 

* 

1090 REM 

* 

LOAD <DI3K) - 

1C50 

* 

1100 REM 

* 

ERASE <DISK) - 

1750 

* 

1185 REM 

* 

SAVE <TAPE) - 

2900 

* 

1186 REM 

* 

LOAD <TAPE) - 

2950 

* 

1118 REM 

* 

M/C PRINT SPRITE - 

1300 

* 

1128 REM 

* 

GET DISK ERROR - 

1700 

* 

1138 REM 

* 

CLEAR SPRITE - 

1800 

* 

1148 REM 

* 

VIEW SPRITE - 

1250 

* 

1130 REM 

* 

LOAD DOT* - 

1450 

* 

1168 REM 

* 

CLEAR INPUT TEXT ~ 

1570 

* 

1178 REM 

* 

IMITATE SPRITE - 

1950 

* 


1350 PRINT"33";-G0T01379 
1360 PRINT"22"; 

1370 NEXTR:PRINT"":NEXTT 
1380 GETA$ • IFA$OCHR*< ? 3) THEN 1380 
1390 GOSUB1400:GOTO510 

1399 REM ** PRINT SPRITE GRIB ** 

1400 PRINT“SM"; • FOR r*0TO28 '• PR I NT "m":FORM»0TO2:P«PEEK<SD<SN)+M+T*3) 

1410 PRINT"!";BQ$<P>;•NEXTM:PRINT"":NEXTT 

1420 PRINT ;SN+1 -RETURN 

1449 REM ** LOAD DC* <D0TS) ** 

1458 DIMDQ$<255):FORT*0TO235 : N*T:FORR=7TO0STEP-1 
1460 IFN-2tR>=0THENP^=P$+"SI ":N=N-2 tR:GOTO1430 
1470 F'$*P$+"S " 

1480 NEXTR: D0$<1 >*P$: P$="" NEXTT *• RETURN 
1499 REM ** SPRiTF COLOUR ** 

1300 PR I NT" 0 LOUR <0-15)";: INPUTN 

1310 POKEV+39/N:GOSUB1570•GOTO510 
1349 REM ** SPRITE M/COLOURS ** 

1530 PPJNT"itfaW&^ <0-15)"; : INPUTN1 /N2 

1368 PGKEV+37, Nt • : GOTO510 

1399 REM ** SAVE TO DISK ** 

1600 POKE 198/ 0 • PR I NT" : NAME" j *• INPUTN* 

1610 0PEN2/ 3,2/ "@0 *• "+N$+ 1 '/S, W" : FORT=0TO62:P=PEEK<SD<SN)+T):PRINTK2/P: NEXTT 
1620 CL0SE2:GOSUB1570:G0T0518 
1649 REM ** LOAD FROM DISK ** 

1630 POKE 199/ 0: PR I NT" : NAME";: INPUTN* 

1660 0PEN2,3/2/N^+"#/S/R" : GOSUB1700 : GOSUB1570 

1670 I FVhLA*) >=20THENPR I NT" HD 13K ERROR " :CL0SE2 -CLOSED GOTO 

310 


1180 REM **************************** 

1199 REM ** SCREEN COLOUR ** 

1200 PR I NT" <0-15)"; : INPUTN 

1210 POKES/ N: POKES-1/ N:GOSUB1570:GOTO510 

1249 REM ** VIEW SPRITE ** 

1230 POKE1024+X+V*40, Q: F0RT-1T021 *• FORR=0TO2: D=0: FORM=0TO7 
1268 P=PEEK<1G25+R*8+M+T*W: IFP=160THEND=D+2T<7-M) 

1270 NEXTM•• PGKESB<SN)+T#3s-R-3, D: NEXTR: NEXTT 
1280 GOTO510 

1299 REM ** PRINT MULTICOLOUR GRID ** 

1300 PRINT"W; : FCRT«0TG20 : PRINT"M";:FORR*0TO23STEP2 

1318 C-<PEEK<1065+R+T*4S)*2)+PEEK<1065+R+T#40+1):OC/160+1 
1328 ONCGOTO1330/1340/1350/1360 

1339 PRINT" ";:G0T01373 

1340 PRINT"11";-GOTO1373 
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1688 
i &: 
1703 
IV13 
1743 
1730 
i760 
1770 
1780 
1783 
1300 
1819 
1330 
1343 
1850 
1368 
1633 
1308 
1310 
1320 
1943 
135Q 
i960 
1333 
2800 
2010 
2043 

2059 

2060 
2078 


FORT-0TG62 • INPUT32.. P ; P0KESD(SN)+T , P : NEXTT • CLOSE 15 • CL0SE2 : GOSUB1400 • G0TO500 
REM ** RERD DISK ERROR ** 

IFE=8THEH0PEN15,8,15 
INPUT# 15.-R$.-B$.‘Cf>D$■ RETURN 
REM **■ ERfiSE DISK FILE ** 

POKE133.0-PRINT" 


":CLOSE15•GOTO510 


_ __ _ _ : NAME”;*• INPUTN$ : OPEN 15.8.15 

PR I N7#15, "30- "+N$+"#" : E-1 •GOSUB1700 : E=0 
I F'v'fiL < R* > =>20THENPR I NT "HDISK ERROR 
CLOSE15-00T0510 
REM ** CLERR. GRID ** 

F0RT=9T062•POKESD<SN)+T,3•NEXTT 

OOSUB1490 

G07C538 

REM ** REVERSE GRID ** 

F0RT-3T052 ; POKESD<SN>+T, 255-PEEK<SD<3N)+T>•NEXTT 
GOSUB1403 : GOTO580 
REM ** INVERT GRID ** 

FOPT=0TG62 •• P0KE332+T * PEEK<SD<SN>+T): NEXTT: FORT=0TO2 

FGRM=0TO23 • POKESD < SN) +T+M*3, PEEK < 332+ < < 20-M > *3) +T ) : NEXTM, T *• GOSUB1400 

GOTO530 

REM ** SPRITE MIMIC ** 

POKE 13R • 0 : PR I NT " ITE "; : INPUTN 

FORT=0TO62 • POKESD '■ SN > +T , PEEK < SB < N-1) +T ) : NEXTT • GOSUB 1570 ’• GOSUB1400 : GOTO500 

REM m SRVE <TRPE) ** 

PPINT^IK^^ : NfiME"; '• INPUTN$ • 0PEH1 

F0RT=9TG62‘ PRINTSPEEK<SD<SN)+T) • NEXTT*• CL0SE1:GOSUB1570:GOTO510 
REM ** LORD <TflPE> ** 

PR I NT" : NRME "' : INPUT!* '• OPEN 1; 1; 0 ; N$ 

FQRT-0TO62:INPUTS, P • POKESD<SN > +T,P:NEXTT•CL0SE1•GOSUB1570•GOSUB1400 

GOTO580 
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LOW PRICE HIGH QUALITY 
BUSINESS SOFTWARE FOR 
COMMODORE 32K PET AND 64 

PURCHASE AND SALES CONTROL £80 + VAT 

Runs both purchase and sales ledgers with optional 
calculation of VAT from the gross or net amount, analysis 
by accounting period,‘due for payment’ report, totals for 
net VAT and gross. Prints invoices on your own stationery 
laid out according to your own instructions. 

STOCK CONTROL £40 + VAT 

Keeps detailed stock records including stock location, re¬ 
order level, quantity on order, cost and selling prices and 
stock valuation. 

NOMINAL LEDGER £60 + VAT 

Produces trial balance and up to 20 reports in addition to 
profit and loss and balance sheet. This programme is 
intended for use on its own, but it can read files set-up by 
our purchase and sales control. 

PAYROLL £99.50 + VAT 

Seven rates of overtime, all tax codes, pay slips, full 
deduction cards, etc. 

INTEGRATED ACCOUNTING SYSTEMS 
FROM £300 + VAT 

Write or phone for details and complete software list. 

ELECTRONIC AIDS 
(TEWKESBURY) LTD 

12, Drysdale Close, Wickhamford, 

Evesham, Worcestershire, WR11 6RZ 

Tel: 0386 831020__ 



NEWSCOPE DEVELOPMENTS LTD 

BOOK REST Lightweight rest for books, listings etc 
fitted on vertical hinge which can be attached to the left or 
right side of the A-Stack. same colour and finish as above. 

Price: £7.99 

A—STACK TV/MONITOR STAND which includes a shelf for 
disc drives etc and has space to stow a micro when not in use. 
strong steel construction with attractive matt cream finish. 
Size 430mm wide, 200mm high, 360mm deep. 

Price: £22.00 Postage & Packing: £4.00 

PRINTERS STAND Allows printer to stand over a 

2000 sheet box of continuous listing paper, same colour and 
finish as A-Stack, also made of steel. 

Dimensions are height = 210mm high, depth = 250mm, 
width = 430mm. 

Price: £14.50 Postage and Packing: £3.00 

MULTI-WAY POWER BLOCK u P to four 

separate power supplies for computer and peripherals from a 
single mains power point, can be fitted to A—Stack and supplied 
with four connectors and 2 metre mains cable, 
only 150mm x 45mm. 

Price: £11.99 

LOCKABLE A—STACK SYSTEM 

Also available a locking A-Stack System. The unit can be attached 
to a table top with strong metal locking plate - extra security. 

Price: £39.95 Including VAT postage & Packing: £4.00 

if all five Items ordered: Postage and Packing FREE! save £7.00 

Orders to: victory House, 8a The Rank, 

North Bradley, Trowbridge, Wilts, Tel: 02214 4425/0573 864644 













































Blopper 


by Chris Preston 


The program we are going to de¬ 
scribe is not really a game, be¬ 
cause there is nothing for a 
“player” to do. All you do is sit 
and watch the screen. Don’t be 
put off though, the screen display 
is quite fascinating. It is also 
very useful, because it keeps our 
Editor amused for hours which 
means we get some peace and 
quiet... 

The basic idea is quite simple. The 
display consists of two hollow 
mountains (for want of a better de¬ 
scription) at the bottom of the 
screen and a number of randomly- 
placed blocks at the top. A group 
of ‘drops' then fall from the top of 
the screen, like a series of drops of 
water, and wend their way down 
through all the obstacles to the bot¬ 
tom slowly filling-up the screen. It 
is the fact that no two runs are the 
same which make the program so 
addictive. 


The main program 


Line 100 sets the backdrop colour, 
and lines 110 and 120 set up the 
SID chip to give some noises as¬ 
sociated • with the falling drops. 
Lines 150 and 160 allow you to 
change the number of drops in a 
group: line 180 sets up colour RAM 
to make sure that the drops turn out 
the right colour Lines 200 and 210 
draw a border round the screen. 

The GOSUB 1000 on line 220 
draws the ‘mountains' and lines 
240 to 280 draw the blocks at the 
top. Line 290 clears the top line of 
the screen. 

Line 300 picks a random point 
on the top line for the drops to start 
from.. It also sets the variable S, 
which is the address of the first 
drop. Line 310 sets CLNG to the 
number of drops, and II to 999 (see 
the section on subroutine 4000). 

The mam loop of the program 
runs from lines 320 to 650. and 
controls the movement of the 
drops about the screen. Line 320 
puts the address of the drop into 
the array DRP. Line 350 puts the 
drop on to the screen, and line 360 
calls subroutine 4000 which pro¬ 
duces the sound for the drop fal¬ 
ling. The next few lines of the pro¬ 
gram check for empty spaces 
around the drop, and put a value 
into the variable D which will be 
used to give the new address of .the 
drop. 

Line 380 checks if the space 
below the drop is empty. If not, line 
440 checks the spaces to the left 
and right of the drop to see if it can 
move that way. 

If they are both free, line 450 tos¬ 
ses a coin to see which way to 
move. If the drop is completely 


blocked in, line 480 sends the pro¬ 
gram down to line 610. 

Lines 510 and 520 remove the 
last drop from the screen. Line 580 
updates the value in S using the 
variable D, after which the pro¬ 
gram goes back to line 320. 

The program gets to line 610 
when a drop gets ‘stuck’ such that 
it cannot move in any direction. 
What happens now is that the drop 
is left where it is and the other 
drops in the group carry on without 
it. Line 610 checks if the ‘stuck’ 
drop is the last one in the group; if 
it is, the program goes back to line 
300 to start a new group. 

Line 620 decrements the 
number of drops in the group, and 
line 630 sets the value of S to that 
for the drop before the one which 
got stuck, the prograrh then con¬ 
tinues normally from line 350. 

The subroutines 

Subroutine 1000 controls the set- 
ting up of the ‘mountains’ at the start 
of the program. The variables PA 
and CA are the addresses in 
screen and colour RAM respec¬ 
tively of the top of the mountain. By 
calling subroutines 2000 (to draw 
a mountain) and 3000 -(to erase a 
mountain) the pattern of the pro¬ 


gram is achieved. That could of 
course be done more simply by 
means of PRINT statements, but 
this way is more interesting! 

Subroutine 2000 is used to draw 
a ‘mountain’ on the screen. In fact it 
just draws one line, and is called 
from a FOR-loop in subroutine 1000 
to build up the shape. 

Sobroutine 3000 is much the 
same as 2000, except that it erases 
the mountain shape by plotting 
spaces. 

Subroutine 4000 produces the 
sound for the program. Line 4000 
calculates a value for I depending 
upon which line on the screen con¬ 
tains the drop. Line 4010 com¬ 
pares I with II. which is the value 
of I from the last time 4000 was 
called; 4010 will not produce a note 
if I is greater or equal to II - this 
means the note dies away while the 
drops are moving horizontally, 
which produces a more interesting 
sound while the drops are thread¬ 
ing their way through the blocks in 
the top of the screen. It also stops 
the note getting higher in pitch 
when a drop gets ‘stuck’ and the 
previous one takes over as leader 
of the group. 

Line 4030 sets the frequency of 
the note, and line 4040 actually 
produces the sound. 


Important variables 


DRP() holds the address in 
screen RAM of all the 
drops in the group. 

CLNG the number of drops still 
in the group. Jf a drop gets 
"stuck” it is left behind, 
and CLNG decremented 
by 1. 

D contains the displacement 
between the current posi¬ 
tion of a drop and its new 
position. This is 40 for 
down, 1 for right and -1 for 
left. 

LNG number of drops in a 
group. The default of 6 is 
set in line 140, but can be 
overridden in lines 150 
and 160. 

S the address of the leading 

drop in the group. 

This program was originally writ¬ 
ten by an Italian for the Pet. I liked 
it, and so I asked Chris to write a 64 
version with Added Sound and 
Colour. I’d like to give due ac 
knowledgement to the original au¬ 
thor - if you’re out there, drop me 
a line! Ed. 

W 
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100 POKE53281,3:REM SET BACKGROUND COLOUR 
110 SC=54272 :FORI=SCTOSC+24:POKEI,0:NEXT:REM SET UP SID 
120 POKESC+5,9:POKESC+24, 15 :REM SET ATTACK/DECAY AND VOLUME 
130 PRINTCHR$(147) 

140 WALL=160:BALL=81:BOX=102:MAX=40:LNG=6 

150 PRINT"CHANGE THE PARAMETERS (Y/N) ";:GOSUB9000:IFR$="N"THEN170 
160 INPUT"HOW MANY DROPS (2-10)";LNG:IFLNG<2ORLNG>10THEN14 5 
170 DIMDRP(LNG):SA=1024 

175 PRINT"[CLR][CUDX18][SPCX10]PLEASE WAIT A MOMENT" 

180 FORI=5 529 6T05629 5:POKEI, 10 :NEXT:REM SET CHARACTER COLOURS 
190 REM SET UP SCREEN BORDER 

200 FORI=0TO24:POKESA+I*40,WALL:POKESA+I*40+39,WALL:NEXT 

210 F0RI=1T038:POKESA+960+L,WALL:NEXT 

220 GOSUB1000:CA=55296 

230 REM PUT IN RANDOM BLOCKS 

240 FORI=lTOMAX 

250 P=4 50*RND(1) 

260 FORJ=0TO2 

270 IFPEEK(SA+P+J)=32THENPOKESA+P+J f BOX:POKECA+P+J , 6 
280 NEXTJ,I 

290 F0RI=1T038:POKESA+I,32:NEXT:REM CLEAR TOP LINE OF SCREEN 
300 S=SA+38*RND(0)+l:REM PICK START POINT FOR DROP 
310 CLNG=LNG:11=999 

320 DRP(CLNG)=S:REM REMEMBER LOCATION OF DROP 

350 POKES,BALL:POKECA+S-SA,0:REM PUT DROP ONTO SCREEN 

360 GOSUB4000 

370 REM FIND WAY TO MOVE DROP 

380 IFPEEK(S+40 ) = 32THEND=40:GOTO510 

440 R=(32=PEEK(S+l)):L=(32=PEEK(S-l)) 

460 IFRANDLTHEND=l+2*(RND(1)<0.5):GOTO510 
470 IFRTHEND=1:GOTO510 
480 IFNOTLTHEN610 
490 D=-l 

510 TL=DRP(1):REM REMOVE OLD DROP 
520 IFTLOOTHENPOKETL, 32 

540 FORI=2TOCLNS:DRP(1-1)=DRP(I):NEXT:REM MOVE ALL DROPS DOWN ONE 

580 S=S+D:GOTO320 

610 IFCLNG<=2THEN300 

620 CLNG=CLNG-1 

630 S=DRP(CLNG) 

650 GOTO350 
1000 PA=1435:CA=55707 
1010 FORI=0TOll:GOSUB2000:NEXT 
1100 PA=1450:CA=55722 
1110 FORI=0TOll:GOSUB2000:NEXT 
1200 PA=1515:CA=55787 
1210 FORI=0TO9:GOSUB3000:NEXT 
1300 PA=1530:CA=55802 
1310 FORI=0TO9:GOSUB3000:NEXT 
1400 PA=1595:CA=5 586 7 
1410 FORI=0TO9:GCSUB2000:NEXT 
1500 PA=1610:CA=55882 
1510 FORl=0TO9:GOSUB2000:NEXT 
1600 PA=14 3 5:CA= 55707 
1610 FORI=0TOl:GOSUB3000:NEXT 
1700 PA=1450:CA=55722 
1710 FORI=0TOl:GOSUB3000:NEXT 
1800 RETURN 
2000 FORJ=1T02*1+1 
2010 POKEPA+I* 39+J,BOX 
2020 POKECA+I*39+J,6 
2030 NEXT:RETURN 
3000 FORJ=1T02*1+1 
3010 POKEPA+I*39+J,32 
3020 POKECA+I*39+J,6 
3030 NEXT:RETURN 
4000 I=INT((2024-S)/40) 

4010 IFI1<=ITHEN4050 
4020 11=1 

4030 POKESC+1,1*2+10 
4040 POKESC+4,32:POKESC+4,33 
4050 RETURN 
5999 RETURN 
9000 INPUT"";R$ 

9020 R$=LEFT$(R$,1) 

9030 IFR$<>"Y"ANDR$<>"N"THEN PRINT "Y(YES) N(NO)";:GOT09000 
9999 RETURN 
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These delightful characters 


There are three ways of getting characters on to the screen of the Vic-20 or Commodore 
64. You can print them as character strings, you can print the CHR$ values of the 
characters, or you can POKE the character straight into the screen memory (not 
forgetting to POKE the colour memory at the same time.) 


There are also two modes of dis- 
play, graphics mode and text 
mode. The Vic powers up in Xv 
graphics mode with capital let- 
ters being produced unless the 
shift key is used, in which case 
we get graphics characters. 

In text mode, the normal char- Xv 
acter is the lower case letter and 
shift produces the capital, just ;X; 
like a typewriter. But, whether XX 
you are in text or graphics mode, ;X; 
the characters in the screen XX 
memory remain the same, it is 
the character generator that is :‘x 
switched. vX 

Although Basic normally uses vX 
capital letters in programs, it is 
actually unshifted letters which 
must be used - which explains xx 
why, in text mode, capital letters Xv 
(which are shifted) do not work. 

For this month’s Lore I have XX 
produced these four tables of vX 
characters for your delight, de- XX 
lectation and reference. 

The first two tables show the 
complete character sets and their XX; 
screen POKE values in both vX 
modes. The small numbers under XX; 
the characters show the actual de- 
cimal POKE values; the column/ 
row numbers could be used to find £;X 
the hex codes if needed. ;XX 

The other two tables show the &x 
same character sets as they appear XX 
when used with the CHR$ com- Xv 
mand - thus PRINT CHR$(54) pro- j:x: 
duces the figure “6”. vX 


Reversed characters 


There are no reverse-field equiva- XXX 
lents in the CHR$ character set, as XX 
these are obtained using the RVS Xv 
ON key (which is CHR$(1B), as it xx: 
happens). v$ 

This is one of a (theoretical) XX 
maximum of 64 special control XX 
characters which when PRINTed 
don’t normally generate a visible vX 
character but instead perform xx 
some screen control function. For j:x: 
instance, CHR$(17) is the same as XX 
the cursor down key. So PRINT Xv 
CHR$(17) has the same effect as XX 
pressing CRSR down. XX 


Controls 


All the Vic control characters are !XX 
listed in the CHR$ tables, and I’ve XX 
also included the C64 control char- 
acters too. Note that the Vic doesn’t XX 
have CHR$(129); nor does it have Xv 
CHR$( 149) to CHR$( 155). XX 

The ASCII value of any key Ex¬ 
pressed (found using the ASC XX 
function following a GET com- Xv 
mand) will be the same character xx: 
values shown, which is why the XX 
function keys are also listed. XX 

Most of the control codes are XX 
self-explanatory, although the Xv 
LOCK and UNLOCK commands vX 
may be unfamiliar. They simply x:x 
lock the computer into its current XX 
display mode (graphics or text) vX 
such that a user cannot alter them XX 
with the CBM/SHIFT key combina- vX 
tion. ;X;j: 

When a key is pressed with the XX 
CTRL key, the appropriate control xx: 
code is generated and the appro- XX: 
priate action taken. The exception XX; 
is when an odd number of inverted XX: 
commas has been typed. In this 
case, to help identify these codes xx: 
(some help!) the computer gener- XX 
ates a reverse-field character; for vX; 
control codes in columns 0 and 1 XX 
these are the same characters as XX 
those in columns 4 and 5, but in re- Xv: 
verse. And for the shifted control x:x 
characters in columns 8 and 9, they xx: 
appear as the reversed version of X;X 
the corresponding characters in XX 
columns C and D. XX 


Tricks with control 
characters 

This means that control codes! 
which can’t be produced directly • 
by pressing a key can be gener-: 
ated in two ways - by using their j 
CHR$ values or by fooling the com- :• 
puter into thinking that the charac- :• 
ter embedded in a string is a con-;! 
trol character. :* 

If we are in graphics mode, and \ 
want to include a TEXT control :j 
character, the simplest way would •: 
be to PRINT CHR$(14). But the;: 
TEXT control could be incorpo- •: 


rated in a character string, say A$. 
First type: 

A$=“ 

(Note the double quotes!). Then 
use the DEL key to delete the sec¬ 
ond of these two quotes. After the 
first quote the computer goes into 
programmed cursor mode, the 
second causes it to revert to direct 
mode. 

Now select reverse field (press 
RVS ON) and type the appropriate 
letter, in this case “N”. Cancel the 
reverse field mode (RVS OFF), 
type the closing quotes and press 
RETURN. The TEXT control char¬ 
acter is now part of A$, and “PRINT 
A$” should flip the display into 
TEXT mode. Voila! 

This technique can be extended 
to include nearly all control char¬ 
acters. But be wary of trying to use 
CHR$(0) or CHR$(13): these will 
cause problems. 


in their normal reverse field form. 
But those which have to be ac¬ 
tioned regardless of the quotes 
mode (such as DEL) will actually 
be actioned during the LISTing. 

So the technique of ‘forcing’ a 
control character such as DEL 
(using RVS-“T”) means that charac¬ 
ters on a Basic line can be deleted 
during listing. This could be useful 
for hiding passwords or quiz an¬ 
swers; and it’s worth experiment¬ 
ing with - although don’t place too 
much reliance on this method of se¬ 
curity as it is very easily broken by 
someone with a bit of inside knowl¬ 
edge. 


A note for Pets 


In the CHR$ tables columns 6 and 
7 are a repeat of C and D, and E and 
F are repeats of A and B. This is 
slightly different to the way that the 
Commodore Pet computers handle 



Listing control characters 


When a program with control 


CHR$ values. But with the excep¬ 
tion of columns 6 and 7, some of the 
control characters, and the pound 
sign CHR$(92), these lists also 
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ISIS HATHOR 

1/1$ HATHOR u.K. 

DIGITAL PRODUCTIONS 

Royden, Perks Lane, Prestwood, Great Missenden, 
Bucks. Telephone: Great Missenden 3224 

©©(MMl©®©^! 
WD© 13 ^© <§k 

GAMES REQUIRED 

High quality arcade games and 
adventures required. Top royalties paid 
if your submission(s) is accepted for 
distribution throughout Europe and 
America. 

Submissions please on disc/cassette with 
full instructions, documentation etc. 

REMEMBER 

Jf. LASER STRIKE if- 

CBM-64 cass. £7.50 disc £10.50 
posters £2.50 

postage and packing included 
for delivery within 24 hours 


ULTRABASIC-64 _ £22.95 tape £24.95 disk 

Adds 50 powerful commands to Basic, including hires & 
multicolour graphics, sprites, turtle graphics, sound, 
joystick, light pen, screen dump to printer & more. 

CHARTPAK-64 _ £24.95 disk only 

A comprehensive package that gives you professional 
charts in high-resolution graphics with any of 8 different 
formats. Data can be simply entered, edited, saved and 
recalled, and the final result can be recorded on your 
printer. Also works with Busicalc files. 

SYNTHY-64 £14.95 tape £16.95 disk 

The best music synthesiser available for the CBM-64, 
now distributed exclusively by Adamsoft. Makes it easy to 
use the sophisticated sound capabilities of the computer. 
Sample compositions included. 

Also available, a choice of three music disks or 
cassettes (Classics, American & Christmas) at £8.95 each. 

ZOOM PASCAL _ £29.95 disk only 

A powerful subset of PASCAL at a very reasonable price. 
ZOOM PASCAL runs on a CBM-64 with 1541 disk drive. 

The package consists of an editor, compiler & translator, 
and sample programs. True machine code is generated so 
that compiled programs will run independently and at 
high speed. 

STAGSOFT RESET BUTTON _ £5.95 

Escape from crashes and recover your Basic or machine 
code program intact. Plugs into serial [ port at rear of 
computer or disk drive. 

Many more products available for VIC-20 CBM-64 and PET. 

Adamsoft are UK distributors for all ABACUS SOFTWARE, USA 
products. Send sae for catalogue and details of our discount offers. 

ADAMSOFT 18 Norwich Avenue, Rochdale, Lancs. 
OLil 5JZ. Tel: 0706-524304 Dealer enquiries welcome. 







Leaders in Games Software.... 

require freelance and full time CBM 64 
assembly language programmers for their 
expanding range of 64 games and utilities. 

International Marketing brings you the 
maximum in Royalties or outright purchase. 
Some translation work from other machines 
is also available. If you are interested in 
earning the giant rewards that others are just 
talking about write today in confidence to:- 




SOFTWARE LIMITED 


RALLY BUILDINGS, 
STANLEY STREET, 
MANCHESTER M3 5FD. 
or phone 061-832 7049 for details. 


VIC 20 
DOES THE 

POOLS 

Win on the Pools with the help of this 
great package. The cassette contains 
three files: 

CLUB FILE — holds the names of football 
clubs from any division 
FORECAST — does the forecasts for you 
RESULT — type in the results each week 
and hold the records 

— Plus a comprehensive instruction manual 
which tells you exactly what to do. 

All this at a recommended price of only £12.00 
(this includes cassette, manual, VAT and P&P). 
Also available on floppy disc. 

Please indicate memory size when ordering. 
So send now to: 

DANISO 

PO BOX 743 2450 COPENHAGEN SV 
DENMARK 











































Hieroglyphic 


by David Roberts Unexpanded Vic 


POKE56,20 sCLR:P=0:PRINT"[CLR]INITIALISING":GOSUB15:GOSUB20 
REM6DKR83 

GETA$:IFA$=""THEN3 
IFA$="C"THENGOSUB15 
IFA$="c"THENP=l-P:GOSUB20 
IFA$="S"THENGOSUB25 

8 IFA$="s"THENGOSUB30 

9 IFA$="[FI]"THENF—1-F 

11 Y=Y+ (A$—" [CUP] " )~ (AS—"L" )+ J Afi = " r, '< \ + / z*f" K' "k" )+ (A$="1" ) : I FX <OOR X >1 27THENX=64 

, Y-Y+(A>- L CUP ] )- (A$="L" ) + (A$="r" )- (A$=" [CUD] " )- (A$="R" ) + (AS="1 " ) • TFY^dnpvM RQTOPMV-on 

12 N=Y+5120+160*INT(X/8):POKEN,PEEK(N)OR2~(7-XAND7) ’ 159THENY 80 

13 IFF=1TBENP0KEN,PEEK(N)ANDNOT2"(7-XAND7) 

14 G0T03 

15 FORN=5120TO7679SPOKEN,0-55*(P=l):NEXTN:X=64:Y=80:F=1 

16 FORH=5120TO7679STEP160 sPOKEH,2 55+255*(P=1)s POKEH+159,2 55+2 55*(P-1)•NEXTH 

17 FORV=5121TO5278:POKEV,128-P:POKEV+2400,1-253* ( P=1) • NEXT^reTURN 

20 POKE36879,8+Ps POKE36864,17:POKE36865,45s POKE36866 144^POKE36867 21.POKFlfiflAQ 

21 PRINT"[CLR]"s F0RH=1T016 sFORV=lTO10s POKE7663+16*V+H,^io*H-l^NEX'5v'H^POKEBSO'12 8 •return 

POKE780 : O^POKfi7fi} : n°pnKE7fio : T'n KE782,1:£>OKE157,12 ® : ^ YS 4 6 ° ^ 

^°^ E 780 f O.POKli781,0:POKE782,30:POKEO,0:POKEl,20:SYS65496:GOSUB20•RETURN 
36 PRINT"[CLR]"IpOKfi65o!otRETURN KE36865f38:POKE36866,150:P ° KE36867f46:POKE36869 ' 240 


This tight little program turns 
a Vic into a simple but 
effective hi-res drawing 
machine. You can create 
pictures on a drawing screen 
of 128 horizontal by 160 
vertical co-ordinates; you 
draw in black or white ‘ink* on 
white or black ‘paper’ 
respectively, and you SAVE 
pictures to tape and 
subsequently LOAD them. 

Be careful when entering the 
code - you’ll have to use 
abbreviations to fit it all in (see 
Appendix D of the Friendly User 
Guide) and even then a PRINT 
FRE(0) will show you’ve got 
three bytes left once the 
initialisation has been 
completed. 

That’s why there’s no room for 
on-screen instructions and any 
colour manipulation apart from 
switching from white to black or 
back again. 

That’s done with shifted C. ‘Pen’ 
control is toggled by hitting fl; 
press it once and you’re in 
drawing mode. Use the cursor 
controls to move the pen around 
the screen horizontally or 
vertically, keys L and R for 
diagonal movement, and in 
drawing mode it will leave a 
trailing line mode, when the 
cursor controls or L and R will 
move the ‘pen-tip’ without 
drawing. 

Unshifted C clears the screen. 
Pressing S saves the current 
display on cassette, shifted S 


loads it again (since the LOAD 
doesn’t include any filename 
specifier you’d better note the 
tape counter reading when you 
SAVE and rewind to that point 
before attempting a LOAD), izi 



Kaleidoscope by Neil Phillips 


Unexpanded Vic 

Kaleidoscope uses only low-res¬ 
olution graphics so the effects 
are limited. Some lovely colours 


and patterns, though, and they 
are random - animated 
wallpaper? 


2 X»RND<-TI> 

3 DEF FNR <X}=I NT <RNB <Q > #X+,39 > 

4 D-FNR<253): E*FNR<123>: F=FNR<64> 

5 ZZ=3072G XX*3 

6 CL <0> =R$C <"")+123 

7 CLa>-ftSC<"V>-64 

8 CL<7)=fl$CC""> 

9 CL<3)*fl$CC"-"M28 

10 CL < 4 > =R$C <"+")-123 

11 CL<3>*fl$C<"r>-128 

12 CL < 2 > =fi$C <" )-64 

13 CL<6)=RSC 

13 HI=7630 : N2-22 : N3*1.046 : N4*21.9999 

19 PRINT "CCLR]" 

20 FOR W=3 TO 4 
30 FOR 1=1 TO 13 
40 FOR 7=0 TO 1? 

50 k= i 


60 CK* < < J id/ (I+D )+1 iU/E > RNDF ) 
62 CK* I NT < CK-7‘# I NT < CK/7 > > 

64 C*CL<CK) 

70 V1 *H 1+N2$ I NT < N3# I > 

SO V2=N 1 -»• HZ f-1 NT < N3#K > 

90 V3*N 1+N2* I NT N3* (N4-1 > > 

100 V4=N1+N2*INT <H3# <N4-K)J 


110 

111 

120 

121 

130 

1 

135 

140 

145 

150 

55 

60 

0 


* - r '»- 




RuKE I+V2+ZZAX POKE Km+ZZ/&V POKE N2-I+V4+Z 
PUKE N2-K+V3/C : POKE K+V3,C: POKE N2-I+V2,C 
POKE N2-K-i-V3+ZZ /;<)<• POKE K+V3+ZZ,XX : POKE N2-I+V- 
POKE I+V4,C : POKE HS-K+VIjC 
POKE I+V4+2ZiXX : POKE N2-K+V1+ZZ/XX 
XX*FNR<8) 

NEXT J 

POKE 36379,FNR < 255) 

NEXT I 

POKE 36373,FNR<255) 

NEXT M 
00T03 


* XX 

+ZZ,XX 
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STACK in profile 


by Bohdan Buciak 


There’s a standing joke in Liverpool - one of these days, the Liverpool Echo will 
advertise a job. As jokes go, this one’s pretty tragic for the huge mass of unemployed 
people who have to live in the shadows of a once prosperous city. 

So when Liverpool-based Stack Computer Services announces that it’s taken on 80 
new staff in the last year, and that it’s expanding its manufacturing base, you might 
conclude that this company really does know its business. 

Stack is one of the more active suppliers of Commodore add-ons. We put Bohdan 
Buciak on the 8.05 to Lime Street to find out more. 


Users of Commodore’s small com- : 
puters will know Stack through its • 
RAM cartridges, four-slot mother- : 
boards, various interfaces, for 
printers and instruments - and 
now, its new lightpen and SLR 
rifle. That’s about 45 or so Vic and 
64 products in all. 

You might have guessed, then, 
that Stack is doing pretty well out 
of the home computer market. 

But as with most success stories, 
there are usually potentially bor¬ 
ing tales of garden-shed begin¬ 
nings to tell. Jeff Orr, Stack’s man¬ 
aging director, doesn’t mind tel¬ 
ling them. And fortunately he’s not 
boring either. 

“I founded Stack about five 
years ago, from the sitting room of 
my house.” Not quite a garden 
shed. “I already had 17 years in 
computers and electronics, did 
some programming and consul¬ 
tancy work for ICI.” (He’s also 
done a lot of other things not 
strictly compatible with his en¬ 
gineering degree from Liverpool 
University. Like running a chain of 
mobile discos and DJing. He’s re¬ 
puted to have a collection of 2,000 
Golden Oldies.) 

“We were involved in the deal¬ 
er/distribution business right from 
the beginning, but we’re different 
to other dealers because we’re 
strongly tied to large industrial 
concerns and government depart¬ 
ments. That’s most of the business, 
in fact. We don’t just sell micros 
and add-ons, we sell a unique ser¬ 
vice of consultation and analysis.” 
And quite a lot of Vic/64 goodies, 
one might add... 


Big breaks 


78 


Now he’s selling Sirius, IBM and 
DEC machines too - anything to 
give the customer a wide range 
of choice, it seems. “We were 
also doing a lot of specialist 
interfacing so it seemed a logical 
step to go into manufacturing.” It 
was probably also a logical step 
for Commodore to approach 
Stack to design peripherals for 
the Vic 20, since the company 
was already producing interfaces 
and graphics cards for the Pet 
series. 

Orr wasn’t surprised by the 
request, anyhow. “They asked us 
because they knew we could do 




the job.” Why couldn’t 
Commodore manufacture its own 
peripherals? “The request usually 
comes from the marketing 
people because Commodore 
hasn’t been able to get its act 
together. Commodore sends us 
the specifications, the price 
they’d like to see and we send 
them a prototype.” 

Was going into large-scale 
manufacturing something of an 
upheaval for Stack? “No, we 
simply added more staff and 
facilities to cope.” And does the 
relationship with Commodore still 
work? “Yes, but now we’re in a 
position to give them a straight 
yes or no.” 


Two-sided Stack 


So there are two sides to Stack; 
its distribution/dealer activities 
; now combined with a growing 
! manufacturing base. And that 
| manufacturing isn’t confined to 
I Commodore orientated 
| peripherals. “We now 
I manufacture a range of 
| peripherals for the Vic, 

: Commodore 64, BBC, Atari and 

> Spectrum micros - any machine 

> that’s selling well.” 

•; Granted, you don’t put money 
;*• on a loser, and there are plenty 
j: of those in today’s home micro 
market. In that list, the only 
:j potential loser is Atari - and 
Atari’s worldwide sale means it’s 
worth Stack looking for export 
•• markets. 


Going into manufacturing is all 
well and good. But in the cut¬ 
throat peripherals market, you’ve 
got to be competitive - for 
instance, when you’re shopping 
around for Vic memory, it soon 
becomes obvious that Stack’s 
RAM cartridges aren’t the 
cheapest around. 

But that doesn’t bother Orr; 
competitiveness is one thing, 
reliability is another. “Our RAM 
packs will be around for the life 
of the machine because we’re 
going for quality and we’re not 
prepared to cut corners.” 

Fine words. Is that 
rationalisation to justify his 
prices? “To be fair to the user, 
you must design the product to 
Commodore’s specifications. A 
RAM pack’s got to be able to do 
its job, to hold data; not to bring 
down the machine by drawing 
too much current. Our packs 
draw next to no current - they 
work.” 

This implies that some of 
Stack’s RAM-pack competitors 
are less than reliable (true, true) 
and Orfs got little time for them. 
He’s not reticent in expressing 
: his opinions either: “the whole 
; industry is in danger of being 
: tarred with the same brush. 

• We’ve got to demonstrate that 

; there are ethical and responsible 

• companies in this business”. Like 
; Stack, of course. 

And Jeff Orr knows the 
| industry he’s in well enough; for 
•; instance, he knows that 
< whenever Stack comes up with a 
; new product, somebody comes 
•: along and copies it. So it’s no fun 
being at the front-end of the mar- 
j ket? 

: Neil Comes, Stack’s new 

I; products man, has been sitting 
; patiently through the interview - 
cool, a professional, taking it all 
•; in. But he gets a word in here. 

: “You can’t take the attitude that 
you won’t do something because 
people will copy it. We don’t 
complain; it’s churlish, we just 
:• accept the fact.” Orr again, to 
•: make the point stick: “Nobody’s 
:*• been as successful as we are 
when they copy because we’re 
\ always a step ahead, we know 
:• there’s a chap in paris copying 
•: our lightpen ...” 


Lightpens and rifles 


Ah, the Stack lightpen! Better find 
out what Orr’s got to say about 
that. “The lightpen came about 
simply because there’s a lightpen 
input on the Vic and Atari 
machines - Commodore didn’t 
ask us to produce one.” Comes 
chips in: “We spent two years 
researching and developing the 
thing, redesigning it every time 
new devices came along. Now 
we’ve got ten pieces of software 
for it.” 

The lightpen doesn’t come 
cheap at £25 but it does add a 
new dimension to home 
computing. Jeff Orr reckons it is 
as cheap as Stack could make it. 
“We decided to produce an 
effective lightpen at low-cost. 
What’s the point in trying to gain 
a better resolution than the 
machine can use?” 

# .!• The SLR (Stack Light Rifle) was 
a logical development from the 
X* lightpen. “If you can plug in a 
lightpen, you can plug in an 
•>$ SLR.” There’s a 12ft cable and a 
plastic gun with which you ‘fire' 
at targets on the screen. Sounds 
simple? “It took a lot of research 
and development to make it 
Sx work. A heir of a lot of money 
went into it, especially to get it to 
work at 12 feet.” 

How come Stack is first on the 
.$>: market with this type of thing? 
Orr gets to answer this one (after 
all, he’s the boss). “Because we’re 
orientated around technology 
rather than finance and sales 
people. We’re probably the first 
micro company with a research 
and development department. In 
our first year, we spent £160,000 
on research - a big chunk of our 
sales at that time.” 

“The R&D people say they 
come up with the ideas for new 
products but the sales guys try to 
take some credit too. We hold 
think-tank type sessions where 
we make ridiculous suggestions. 
Some of the ideas aren’t as daft 
as we’d thought, so we go ahead 
with them.” 

Despite putting a lot of 
resources into manufacturing, 
Stack continues to act as its own 
distributor. It sells directly to 
dealers, chain-stores and the 





































Nice people to do business with 



High Street multiples, and on the 
Vic/64 side there’s no favouritism. 
“We'll allow any dealer on 
Commodore’s authorised list to 
stock them.” 
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,L Dealing with dealers 

K ‘ ..* 

I But what does Stack do for its 
dealers? And do they in turn like 
the company enough to stick 
with Stack? "We get so much 
repeat order business from 
existing dealers that we don’t do 
much to chase them to continue 
ordering our stuff. We’re not in 
the business of stuffing a product 
down a dealer’s throat if it 
doesn’t suit his market. We’re 
Lmore into making sure that the 
I dealers who stock us are well sup- 
\ ported.” 

Orr decides to qualify that 
^ holier-than-thou statement. “We’ll 
( contact a dealer a fair amount in 
I the early stages to make sure 
: that he knows about the product 
and is organised for supply.” Just 
■ as well. 

So who matters more, the 
dealer of the customer? Orr 
doesn’t hesitate here: “We’re not 
\ selling to dealers, we’re selling 
i through them to the customer.” 

W^This is obviously a matter of 
f principle to Stack even if it does 
! sound corny. 

Taking a step further, Orr is 
prepared to distinguish between 
the big High Street multiples and 
the smaller, more specialised 
dealers. Obviously a chain-store 
won’t be prepared to give 

( substantial customer support. 

“We deal with Smith’s, Dixon’s, 
the Spectrum chain. But we’re 
supplying them with plug-in-and- 
go products because they’re 
geared for volume rather than 
the technical sell. 

“Specialised dealers get 
| products like our programming 
1* support cartridges (assembler, 

I dissassembler, easy graphics 
r commands, high-speed cassette 
t load and save) because they’re 
I- devices for interested 
I programmers, devices that need 
| support.” This looks to be a 


j: pretty sensible approach and 
*: suggests that there’s more to 
: Stack than the ‘make it cheap 
and sell it quick’ ethos so 
prevalent in the home micro busi- 
I; ness. 


Atlantic crossing 


: ‘Selling’, though, is a small term 
•: that can cover vast areas which 
:• is exactly what Stack’s trying to 
•; do. It already has a little of the 
j: international market via Stack Inc 
*; in the States, set up two years 
; ago by Orr’s brother (who just 
j happened to live in Denver at the 
; time). “It was quite easy really.” 

*; But there must be some 
•: differences, surely? “The most 
popular products in the States 
•; seem to be the four-slot 

• motherboard and the lightpen 

; with its games tapes. Of course, 
marketing is different because 
j: it’s such a huge place. You could 
see the seven biggest UK 
distributors in a week; in the 
j States, it could take months.” 

Apart from America, Stack is 
: exporting to Europe and a lot of 
; English speaking countries. 

:• International marketing looks like 
*; something of a priority; “We 
: already attend international 

• shows and we’ll be extending our 
.* commitment to spend more on 

• overseas operations.” 

: Despite that, Stack is still 

•; involved in mail-order in the UK 
: which is not the most effective 

; way of selling a lot of products 
; quickly. Stack does it for high- 
sounding reasons: “We wouldn’t 
be involved in mail-order if 
customers could get complete 
: satisfaction from dealers. We do 
; get complaints about the dealers’ 
ability to supply or repair our 
products. And we want to 
demonstrate that ‘Stack’ on a 
product means that Stack is 
behind it.” Another principle? 

These sound like genuine 
sentiments, though - especially 
as Orr is honest enough to reveal 
the flip-side of the coin. “Dealers 
get inundated with offers from all 
sides. Using mail-order, we can 


kick-off a product and eventually 
demonstrate that there’s a 
demand for it.” Nothing wrong 
with that; it sounds like good 
business practice. But then 
maybe an ethical and 
responsible attitude to business 
is good practice ... 


Views over Commodore 


Stack has dealt with Commodore 
for long enough to be able to 
make a few useful observations. 
On the Vic: “Still represents 
excellent value for money and 
we’ll continue to suppbrt it with 
peripherals. Where we’re 
designing a product for the 
Commodore 64, we’ll adapt it for 
the Vic but we wouldn’t 
undertake a major Vic only prod¬ 
uct.” 

The Commodore 64: “A superb 
machine and it’ll be every bit as 
successful as the Vic, especially 
since Commodore is now in a 
position substantially to reduce 
its price. It’s got good graphics - 
a very fair system of sprites - 
and provision for an alternative 
processor. Commodore has 
already shown CP/M working on 
it.” And that’s not just going to 
open up business horizons (most 
business software runs under 
CP/M) but will, also allow more 
languages, like Pascal and 
Fortran, to be used. 

How about the 64’s identity 
crisis? “It was Commodore who 
had the identity crisis. The 
company seemed to temporarily 
lose its sense of direction. Until 
the'500 and 700 series came 
along, we felt a clear sense of 
direction from them. Now, we 
don’t know what they’re doing.” 

A sense of direction is gained 
by knowing the market and 
knowing what it wants. It’s 
arguable that Commodore may 
have temporarily lost that 
knowledge. But Orr argues that 
there’s a difference between 
what people want and what they 
say they want. “We’re not saying 
we know better. We do attempt 
to understand the market but we 


don’t listen to what it says it 
wants - we reckon we’re wiser.” 

That may sound a little 
arrogant, but it’s not really. Orr is 
simply prepared to back his own 
judgement. “I’m a computer fan 
and if I can’t see a purpose in 
something, I don’t make it.” And 
just to hammer the point home, 
“We don’t have dead stock. We 
haven’t manufactured a product 
that hasn’t sold successfully.” 


Stacks of success 


With its customer orientated 
attitude, Stack has grabbed a 
reasonable chunk of success in a 
short time. But success can cor¬ 
rupt. 

Orr says Stack is currently in a 
state of transition in size. “Twelve 
months ago, everybody here 
knew each other by their 
Christian names. There were 20 
people then, and the atmosphere 
was relaxed and informal. Now 
we’ve about 100 staff and I don’t 
know half of them.” 

Cornes: “I don’t think anybody 
in the company wanted to remain 
at the 20 level. About three years 
ago, the whole business was like 
a cottage industry. It couldn’t stay 
that way.” He’s probably right: 
small companies tend to go 
under in a high-growth business. 
“In any case, it’s gratifying to 
know that with the economy the 
way it is, we’re employing more 
people.” He really means it too. 
After all, he’s a Liverpudlian; and 
the docks lie empty just behind 
his office. 

Stack is certainly ambitious 
and Jeff Orr throws around the 
usual easy phrases like “we 
must become more efficient” 
and “we would like to become 
the major home computer add¬ 
on company”. 

But it’s gratifying to know 
that he’s going to try to do it 
without losing sight of the 
customers who buy Stack 
products, that looks like being 
a sound basis for his future - 
and for the confidence of we 
customers. n 
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The Guide to Assembly 
Language Programming 

Part 5 - The Instructions by David Piniess 

The 6502 microprocessor is the brain of your Vic and/or 64, and it understands only one 
language - 6502 machine code. A program which lets you enter assembly language 
instructions like ‘LDA’ is called an assembler; and it allows you to enter 6502 mnemonics | 
which are then ‘assembled’ into machine code for you. The 6502 does not understand 
‘LDA’ as an instruction itself: the assembler, which is itself a machine-code program, 


translates the instructions into code for you. 

Now, Basic is a huge (about 8K) machine-code program which lets 
you enter much higher-level instructions like ‘PRINT’. Basic inter¬ 
prets each program line as the program is RUN and converts it into 
machine-code. However many times the program is RUN, the Basic 
interpreter translates the Basic instructions into machine code each 
time anew. That’s why Basic is quite slow - because the 6502 is han¬ 
dling both the code for the Basic interpreter and the program you 
are running. 

It is also possible to have a compiled high-level language. Here, 
high-level instructions are compiled once only into machine code; 
and the program is run subsequently always as a machine-code pro¬ 
gram. Basic is delivered with all home computers that I know of as 
an interpreted rather than a compiled language. 

There are 56 assembly language instructions for the 6502, some of 
which have more than one addressing mode. Since the instruction 
register inside the microprocessor is eight bits wide, there are a 
theoretical 256 unique instructions the 6502 could handle: in actual 
fact only 149 (the 56 instructions and their different addressing 
modes) are used. 

The complete 6502 instruction set 

Without further ado we go on to list every instruction your 6502 
understands. The descriptions that follow go hand in hand with 
your Commodore User wallchart from the last issue. The 
instructions have been grouped by function, and each box in the 
wallchart contains the hex code for that instruction according to 
its addressing mode. The little number at the top right hand 
corner of the box is the number of bytes for the instruction. 

Sitting comfortably? 

Six transfers between internal registers 


Note the slight asymmetry in the instructions, in that transfers 
only exist between the stack pointer and the X register, not the 
Y. 

Six transfers between memory and registers 

These permit the transfer of data to or from memory and internal 
register accumulator, X register and Y register. Again note that 
the transfers are really copies, whichever way the data flows. 
There are different ways of retrieving the data from memory and 
sending it back, as specified by the addressing mode, so 
accordingly the instructions can be two or three bytes long. 

LDA: LoaD the Accumulator from memory 

STA: STore the contents of the Accumulator in memory 

LDX: LoaD the X register from memory 

STX: STore the contents of the X register in memory 

LDY: LoaD the Y register from memory 

STY: STore the contents of the Y register in memory 

Four transfers between stack and registers 

The stack is nothing more than a special area of memory 
reserved for storing information on a LIFO ba^is. The stack 
resides in page 1 of memory when using the 6502, and there are 
four special instructions to copy the contents of the accumulator 
or status register to or from the stack. 

PHA: PusH the contents of the Accumulator onto the stack 
PLA: PulL the contents of the stack into the Accumulator 
PHP: PusH the contents of the status register (P) onto the stack 
PLP: PulL the contents of the stack into the status register (P) 

Whenever any of these instructions is used, the stack pointer is 
automatically updated. 


These six instructions are all one byte long and use implied 
addressing. Although the word ‘transfer’ is used, ‘copy’ might 
have been better - because the contents of the register from 
which the data is transferred remain unchanged. 
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TAX: 

TXA: 

TAY: 

TYA: 

TSX: 

TXS: 


Transfer the contents of the Accumulator into the X regis¬ 
ter 

Transfer the contents of the X register into the Ac¬ 
cumulator 

Transfer the contents of the Accumulator into the Y regis¬ 
ter 

Transfer the contents of the Y register into the Ac¬ 
cumulator 

Transfer the contents of the Stack pointer into the X regis- 
ter 

Transfer the contents of the X register into the Stack 
pointer 


Four comparison instructions 

Quite often, a programmer may wish to compare the contents of 
a memory location with the contents of an internal register. If a 
comparison is required between two memory locations, the 
contents of one must first of all be loaded into a register. All four 
instructions leave the contents of the memory location and the 
internal register unchanged. The instructions can be two or three 
bytes long, depending on the addressing mode. 

BIT: Performs the logical AND between the memory location 

and the Accumulator, indicating the result with the Zero 
flag in the status register. Suppose, for example, that bit 3 
in the Accumulator is set to 1 and all the others are set to 
0. The logical AND with the memory location will only 






































amazing new 
Arcade 

% adventure * 
on the ^ 
Commodore 6' 

m £7.00 mm 


^Our first utility 
^program for the 
Commodore 64 \ 

If £7.00 


INTERCEPTOR 
1 COFTWARE 


NTERCEPTOR 

^COFTWARE 


A super new 
idea for an ^ 
Arcade game ^ 
Commodore 64 


A graphical 
adventure on 
the CBM 64 

„ £7.00 


NEW RELEASES 


SUITABLE FOR THE 

commodore 


Vortex Raider 
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DEALERS 


GIVE US A RING ON 
(07356) 71145 FOR A 
GREAT DEAL!! 
FANTASTIC DISCOUNTS 
FREE PROMOTIONAL 
MATERIAL AND MOST 
IMPORTANT OF ALL, 
SUPERB SOFTWARE 








FOR INSTANT CREDIT CARD SALES TEL (0203)667556, 

SEND CHEQUE OR RO. TO RS.S.452 STONEY STANTON RD. COVENTRY CV6 5DG. 


P.S.S. INTRODUCE THE 
FIRST Or MANY FOR 
THE COMMODORE 64 


To launch our new range of Software 
we have selected the finest arcade 
action and adventure from the U.S.A. Canada and the U.K 


METROBUTZ 

The object of this game is to 
defend your city against an on¬ 
slaught of suicidal aliens. 

Six different types of aliens 
bombard the player's city with 
out mercy, having no respect for 
their own lives. 

£7-95 

NEOCLYPS 

You are the GOOD GUY, Free 
dom Fighter and renowned star 
pilot. The BAD GUYS, an alien 
race from distant solar system 
have invaded NEOCLYPS, one 
of your colonial planets. 

Being the good guy that you are, 
you set off to liberate the 
Common Folk of Neoclyps from 
the oppression of the Bad Guys. 
The Bad Guys have populated 
Neoclyps with several radar 
towers which reveal your posi¬ 
tion to them. 


mum 


EASY TUTOR 

For the computer programming 
novice, a ten-lesson tutorial in 
the basic language, compre¬ 
hensive coverage from data 
statements, to loops and sub¬ 
routines, to arrays and matrices. 
Program examples with line by 
line explanations, multiple 
choice questions, “Homework" 
assignments. 


COSMIC SPLIT 

You are caught in a vicious 
jungle of giant insects. Centi¬ 
pedes are attacking you from 
all sides. Killer fleas are dropp 
ing from the sky, and to top 
things off there's a venemous 
spider lurking in the back¬ 
ground. 


KYSTALS OF ZONG MOBYDICK 

Your object is to overcome vari The object of this game is to 
ous obstacles and overpower blow up submarines, destroy the 
creatures intent on stopping you helicopter and catch the falling 

as you progress on your quest pilot, but do not kill the whale, 

for the Krystals of Zong. Quick £7*95 
reactions will be necessary if you 
are to succeed clues will guide 
you. 
































produce a 1 if bit three of the memory location is also a 1. 
If the comparison succeeds, (i.e. bit three of the memory 
location is indeed 1) the zero flag is set to 1. 

CMP: This instruction does not make a bit comparison but 
compares for equality, less than or greater than. The 
contents of the memory location are subtracted from 
those of the Accumulator and the N, Z and C flags 
affected accordingly. If N = 1, the contents of the 
memory location are greater than those of the 
accumulator. If Z = 1, the subtraction gave zero and so 
equality has been detected. If C = 1, the contents of the 
memory location are less than those of the Accumulator 
CPX: This instruction operates in the same way as CMP, but for 
the X register instead of the Accumulator 
CPY: This instruction also operates as CMP, but this time for 
the Y register instead of the Accumulator 

Six increment and decrement instructions 


These instructions simply increment or decrement the contents of 
a memory location of the X or Y registers by 1. They are useful 
when using counters in loops, for example. 

INC: INCrement the contents of the memory location by 1 
DEC: DECrement the contents of the memory location by 1 
INX: INcrement the contents of the X register by 1 
DEX: DEcrement the contents of the X register by 1 
INY: INcrement the contents of the Y register by 1 
DEY: DEcrement the contents of the Y register by 1 

The last four instructions use the implied addressing mode and 
are thus one byte long. The first two can be two or three bytes 
long depending on the addressing mode. 


how to handle numbers which are larger than eight bits, but for 
now here is what these instructions do: 

ADC: ADd with Carry adds the contents of a memory location 
to those of the Accumulator and the carry bit (the carry 
flag in the status register) and deposit the result in the 
Accumulator overwriting the original contents 
SBC: SuBtract with Carry subtracts the contents of a memory 
location from those of the Accumulator with borrow and 
deposits the result in the Accumulator, again overwriting 
the original contents 

ROL: ROtate Left. Causes each bit in a memory location or the 
accumulator to be displaced one place to the left: the 
carry bit sets the new value of bit zero, and bit seven sets 
the new value of the carry bit 
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ROR: ROtate Right - the reverse version of ROL: the carry bit 
now sets the new value of bit seven and bit zero the new 
value of the carry bit 
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LSR: Logical Shift Right is the same as ROR, except that the 

new value of bit seven becomes zero and not the value of 
the carry bit 


Eight branch instructions 


These instructions all use relative addressing and are two bytes 
long. They constitute the “decision making” instructions of a 
program: each tests the value of a flag in the status register, and 
cause the program to branch (or not to branch) accordingly. 

BCC: Branch on Carry Clear (C =0) 

BCS: Branch on Carry Set (C = 1) 

BEQ: Branch on EQual to zero (Z = 1) 

BNE: Branch on Not Equal to zero (Z =0) 

BPL: Branch on PLus (N = 1) 

BMI: Branch on Minus (N = 1) 

BVC: Branch on overflow Clear (V =0) 

BVS: Branch on overflow Set (V = 1) 

Nine arithmetic and logic instructions 

This set enables the 6502 to perform all the required 
mathematical and logical operations. A variety of addressing 
modes can be used, resulting in the instructions being one, two 
or three bytes long. The next article will delve more deeply into 
the theory of addition, subtraction, multiplication and division and 
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Arithmetic Shift Left is the same as ROL, except that the 
new value of bit zero becomes zero and not the value of 
the carry bit. 
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AND: Performs the logical AND between the contents of a 

memory location and those of the Accumulator, leaving 
the result in the Accumulator as follows: 



Accumulator Bit 

Memory Bit 0 

0 1 

1 

0 1 


1 1 


This is useful if a certain bit is required to be set to one, whilst 
leaving the others unchanged. 
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ORA: Inclusive OR with Accumulator. Performs the logical OR 
of the contents of a memory location with those of the 
Accumulator, leaving the result in the Accumulator. The 
operation is performed bit by bit as follows: 



Accumulator Bit 

Memory Bit 0 

0 1 

1 

0 0 


0 1 


This is useful if a certain bit is required to be set to zero, whilst 
leaving the rest unchanged 

r 0 1 0 1 1 I 1 1 1 I 1 I 1 1 1 1 Memory 

I 1 I 1 I 1 I 1 I 1 I 0 1 1 I 1 I Accumulator 

[ 6 | 0 1 1 I 1 I 1 1 0 1 1 I 1 1 Accumulator 

EOR: Exclusive OR with Accumulator. Performed the logical 

operation between the contents of a memory location and 
those of the Accumulator, leaving the result in the Ac¬ 
cumulator: 



Accumulator Bit 

Memory Bit 0 

0 1 

1 

0 1 


1 0 


So the result is only 1 if the bits are different. If the Accumulator 
bits are all set to T, the result will be the complement of the 
memory location 
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Six control instructions 


The control instructions are: 

JSR: Jump to SubRoutine, which is just like GOSUB in BASIC 


and uses absolute addressing (therefore it’s three bytes 
long) 

RTS: ReTum from Subroutine, which is just like RETURN in 
BASIC and uses implied addressing (therefore one byte 
long) 

JMP: JuMP which is the assembly language equivalent of GOTO 
in BASIC, and three bytes long using absolute or indirect 
addressing 

RTI: ReTurn from Interrupt - an interrupt request has been 

serviced and control is returning to the main program 
(more about interrupts in a future article) 

BRK: BReaK is equivalent to STOP or END in BASIC, causing 
return to the Assembler 

NOP: No OPeration does nothing! Why have it? There are two 
reasons: first, Assembler does not have line numbers like 
Basic; so new lines cannot be inserted. The program 
therefore may have to be entirely rewritten - unless the 
occasional NOP is present which can be overwritten by 
the instruction to be inserted. And second, it’s handy for 
timing delays - just like FOR M = 1 to 1000: NEXT M 


Seven status flag control instructions 


The following instructions either clear (make zero) or set (make 
one) the appropriate status flag. It is interesting to note the status 
flag which the programmer has no direct control over, by their 
absence from these instructions. All use implied addressing and 
are one byte long. 

CLC: CLear the Carry flag 
SEC: SEt the Carry flag 
CLD: CLear the Decimal flag 
SED: SEt the Decimal flag 
CLI: CLear the Interrupt flag 

SEI: SEt the Interrupt flag 

CLV: CLear the overflow flag l® 
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Six Transfers between internal registers 

TAX 


AA ' 












TXA 


8A ’ 












TAY 


A8 ’ 












TYA 


98 ’ 












TSX 


BA’ 












TXS 


9A ’ 













Four Transfers between stack l 

it registers 

PHA 


48 ’ 












PLA 


68 ’ 












PHP 


08 ’ 












PLP 


28 ’ 













Six Transfers betwen memory & registers 

LDA 



A9 2 


AD 3 

A5 ’ 


BD 3 

B9 3 

B5 3 


A1 3 

B1 3 

STA 





8D ’ 

85 3 


9D 3 

99 3 

95 3 


81 3 

91 3 

LDX 



A2 * 


AE 5 

A6 3 



BE 3 


B6 3 



STX 





8E ’ 

86 3 





96 3 



LDY 



AO 8 


AC 1 

A4 3 


BC 3 


B4 3 




STY 





8C 3 

84 3 




94 3 







Four Comparison instructions 

BIT 





2C 3 

24 3 








CMP 



C9 3 


CD 3 

C5 3 


DD 3 

D9 3 

D5 3 


ci 3 

D1 3 

CPX 



EO 3 


EC 3 

E4 3 








CPY 



co 3 


cc 3 

C4 3 









Poster design: David A. Pinless 


The 6502 
Instruction 
Set in Full 




Six Increment & Decrement instructions 

INC 





EE 3 

E6 3 


FE ’ 


F6 3 




DEC 





CE 3 

C6 3 


DE 3 


D6 3 




INX 


E8 ’ 












DEX 


ca’ 












INY 


C8 ' 












DEY 


88 ’ 













Eight Branch instructions 

BCC 




90 3 










BCS 




B0 3 










BEQ 




F0 3 










BNE 




DO 3 










BPL 




io 3 










BMI 




30 3 










BVC 




50 3 










BVS 




70 3 











Nine Arithmetic & logic instructions 


ADC 



69 * 


6D 3 

65 3 


7D 3 

79 3 

75 3 


61 3 

71 3 

SBC 



E9 3 


ED 3 

E5 3 


FD 3 

F9 3 

F5 3 


El 3 

FI 3 

ROL 

2A' 




2E ’ 

26 3 


3E 3 


36 3 




ROR 

6A' 




6E 3 

66 3 


7E 3 


76 3 




ASL 

oa' 




0E 3 

06 3 


IE 3 


16 3 




LSR 

4A' 




4E 3 

46 3 


5E 3 


56 3 




ORA 



09 3 


0D 3 

05 3 


ID 3 

19 3 

15 3 


01 3 

11 3 

EOR 



49 3 


4D 3 

45 3 


5D 3 

59 3 

55 3 


41 3 

51 3 

AND 



29 3 


2D 3 

25 3 


3D 3 

39 3 

35 3 


21 3 

31 3 


Six Control instructions 

JSR 





20 3 









RTS 


60 ’ 












JMP 





4C 3 


6C 3 







RTI 


40 ' 












BRK 


00 ’ 












NOP 


ea’ 













Seven Status flag control instructions 


CLC 


18 ’ 












SEC 


38 ’ 












CLD 


D8 ' 












SED 


F8 ' 












CLI 


58 ’ 












SEI 


78 ’ 












CLV 


B8 ’ 
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Instant attachment 

How we got into Interpod 

by Simon Potter 





The Vic and the 64 are small computers. That’s not to say they are short on capability - far 
from it. But one of the design constraints in a low-cost mass-market volume-production 
'home' computer will inevitably be that group of functions lumped together under the term 
input-output’. 


In the case of the small 
Commodore machines, this has 
meant that it’s difficult to plug 
in a non Commodore printer. 

It’s difficult to use the built-in 
but non-standard RS232 
interface for modems, terminals 
and printers: and there’s no 
provision at all within the 
computer for the other de facto 
standard connection method for 
printers, the Centronics 
parallel interface. 

Nor is it easy to plug in 
Commodore devices developed 
for its larger computers, the 
8000s and 700s. They use a 
different form of the IEEE 
interface for attaching their disks 
and printers. 

You can however buy adapters 
for the RS232, Centronics and 
IEEE interfaces - indeed, we’ve 
looked at some of them in the 
past. But Interpod claims to offer 
you two of them - ‘true’ IEEE and 
‘easy 5 RS232 - in one box. Does 
that justify the £99 price tag? 

Interpod is described as “a 
dual interface”. There’s a DIN 
socket for the Vic or 64 - that 
takes the Serial Port cable you’d 
normally use to connect a disk 


drive or printer to the computer 
- and an identical duplicate 
which itself can take a Vic/64 
disk or printer. Three other 
sockets provide for the power 
cord, a male RS232 connection 
and a male IEEE plug (in both 
cases Interpod has the female 
varieties built in). 

You can run this lot from the 
one Interpod: 

• one computer (Vic or 64) 

• one RS232 device (like a 
modem or a printer) 

• up to 30 IEEE devices 

(which can mean 30 ‘serial’ 
IEEE thingies - Vic/64 disks 
or printers: or 30 ‘parallel’ 
IEEE devices - like PET 
disks or printers: or any 
number of each provided the 
total of a 11 IEEE devices 
doesn’t exceed 30). 


Setting up 


Interpod arrives in a deceptively 
large carton, most of which is the 
moulded polystyrene protection. 
Inside there’s a small cream- 
coloured box, a mains adapter 

This was the test configuration we set up: 




As you can see, the IEEE devices can be ‘daisychained’ in the standard Commo¬ 
dore way - via ‘piggyback’ plugs in the case of the Pet peripherals, via the ‘spare’ 
sockets in the back of Vic/64 devices. Either of the two IEEE serial sockets can be 
used for the host computer: Interpod doesn’t seem to care. 


with a power transformer on it, 
and a couple of cables. 

There’s also an ‘End User 
Manual’, a fold-out card that 
gives you six pages of neat, 
concise and comprehensive 
information. Like the rest of the 
parcel, the layout and design of 
the ‘manual’ could well set a 
standard for other suppliers to 
emulate ... 

Setting things up was easy 
enough, especially if you can 
sink a natural distaste for the 
kind of spaghetti-style confusion 
of wires that Commodore owners 
will be familiar with. 

As you can see, the IEEE devices 
can be ‘daisychained’ in the 
standard Commodore way - via 
‘piggyback’ plugs in the case of 
the Pet peripherals, via the 
‘spare’ sockets in the back of 
Vic/64 devices. Either of the two 
IEEE serial sockets can be used 
for the host computer: Interpod 
doesn’t seem to care. 

When you switch on, Interpod 
tests itself and the red “ready’ 
light should illuminate after about 
a second and a half. Ours didn’t: 
“Failure to do so indicates a fault” 
says the User Manual helpfully. 
The Interpod itself feels very 
light and looks a bit lightweight: 
it rattled when shaken gently, too 
(Product Reviewers’ Rule No. 1: 
Shake it, but not too hard). 

Rattle plus no light equals fault, 
right? No. When we tried it 


everything ran perfectly. 

(Reviewers’ Rule No. 2: Try it any¬ 
way.) 

Using Interpod with IEEE 
devices 

... is dead easy. Basically you just 
use the same logical file and 
device addressing commands as 
for an ordinary disk or printer - 
OPEN and CLOSE, LOAD, SAVE 
and VERIFY, PRINT#, CMD. 

There’s one small problem if 
you’re using more than one 
device which would ordinarily 
have the same number - as we 
were with the 8050 and 1541 
disks, both of which are normally 
device no. 8. In this event 
Interpod would ignore the 
parallel IEEE device altogether. 

So you’ve got to change one of 
the device numbers. Fortunately 
that’s not too difficult: and even 
better, the Manual gives sample 
programs that do it in four lines 
for both 1540/1541 and 4040/8050 
(the latter presumably works for 
the 8250 too). 

Interpod and RS232 

Attaching an RS232 printer 
should not be difficult, either. 

Obviously you need the right sort 
of plug: and it must be wired 
appropriately. There are likely to OR 
be few problems, though, except 
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Command 

Meaning 

baud=(50,75,110,134.5,150. 

300,600,1200,1800,2400, 

3600) 

set baud rate 

parity=(odd, even, none) 

set parity 

chrsize=(7,8) 

7 or 8 bits 

crdelay=(on,off) 

carriage return delay 
(V4sec.) 

stopbits=(l ,2) 

select number of stop bits 

break 

send break 

unbreak 

release break 

change 

re-address INTERPOD’s 
command channel and 

RS232 port 

clear 

clear buffer 

convert 

convert CBM ASCII to 
standard ASCII 

unconvert 

cancel CONVERT 

Not all combinations of word length, stopbits and parity 
are catered for by INTERPOD. Only the following 
combinations are legal. Other combinations will give 
rise to an ATT ERR (attribute error). 

7 Bits, Even Parity, 2 Stop Bits 

7 Bits, Odd Parity, 2 Stop Bits 

7 Bits, Even Parity, 1 Stop Bit 

7 Bits, Odd Parity, 1 Stop Bit 

8 Bits, 2 Stop Bits 

8 Bits, 1 Stop Bit 

8 Bits, Even Parity, 1 Stop Bit 
8 Bits, Odd Parity, 1 Stop Bit 


Tablet: Interpod settings 


possibly with pins 2 and 3 (data 
in and out) and 5 (Clear to Send). 
Ours worked perfectly without 
modification. 

Thereafter, using an RS232 
device isn’t much more 
complicated than IEEE. They 
don’t have device numbers, 
which is why you can only attach 
one of them: and Interpod treats 
an RS232 device by default as 
device number 4, which is 
normally the IEEE printer. 


That doesn’t prevent you 
having an IEEE printer numbered 
4 as well: it just means that the 
Commodore printer will get the 
output before Interpod checks 
whether anything’s plugged into 
the RS232 socket. 

If you want both types of 
printer - IEEE and RS232 - you 
can change the RS232 device 
number. There’s a whole set of 
commands you can use to set up 
the RS232 channel, in fact, 


No. 

Message 

Meaning 

1 

ixxx 

Power up message, xxx is issue number 

2 

ok 

This message indicates the absence of 
any error condition 

3 

cmd err 

The last command issued to INTERPOD 
was not understood 

4 

att err 

Illegal combination of parity, stopbits 
and character size 

Table 2: messages in e$ 


because there’s so much variety 
possible with RS232. The table 
gives the full list - and very full it 
is, too. 

In fact the default settings are 
pretty well chosen. We had to 
alter nothing at all for our Ricoh 
(except an automatic line feed 
on/off switch on the printer.) For 
a trial on an Epson we again 
found it easier to move the 
printer’s own DIP-switch settings 
to suit the Interpod defaults. 

Thereafter it was simple to 
print - OPEN 4,4: CMD 4: LIST: 
CLOSE 4 to produce the program 
listings we’re now using for most 
Victuals, for instance. 

(Incidentally we can’t do all 
Victuals on the daisywheel 
because it won’t handle the 
Commodore graphics some 
programs feature.) 

To print from a program is 
also easy enough, with the usual 
OPEN 4,4 and PRINT#4 
command. Sending the CHR$ 
printer controls produced a few 
odd effects, of course, when they 
related to functions available only 
on the Vic-1515 or 1525 printers. 
But all ASCII controls worked 
well enough. 


Errors and CLEAR 


You can check Interpod’s status 
with an OPEN command to 
device number 4, secondary 
address 31. You pick your own 
logical file number - 6, say - and 
give the command ... 

OPEN 6,4,31: INFUT#6, e$: 
CLOSE 6: PRINTe$ 

The CLEAR command is 
provided to handle a couple of 
funnies that may occur if you’re 
running IEEE instruments from 
Interpod - if their output isn’t 
accessed sequentially the 
communication may contain 
“unsolicited characters”. 

The CLEAR is easy enough to 
use - assuming you’ve OPENed 
6,4,31 you.can PRINT#6, “clear”; 
CHR$(d); CHR$(s) ... where ‘d’ is 
the device number and ‘s’ the 
secondary address. We weren’t 


able to check this out ourselves 
but we spoke to a school lab 
technician who uses it regularly 
and satisfactorily. 


Conclusions 


Interpod is neat, compact, 
comprehensible and sensible. 

Major plus points - it’s easy to 
use and it’s effective. It does 
attach an RS232 device simply 
and with few hassles: it does 
attach multiple IEEE devices, 
both serial and parallel, in a 
manner that should gladden the 
heart of anyone with Pet 
peripherals that could be used 
on a Vic or 64. 

On the other hand, there’s the 
rattle. True, our unit did work: 
but a tougher case would have 
been preferable, (we’ll do a kind 
of 10,000-mile road test on 
Interpod in a few months and let 
you know how it’s faring.) 

Two obvious omissions in the 
spec probably came into the lily- | 
gilding price-raising category. 

But we’d have liked a Centronics j 
interface to be included as well, 
to make Interpod genuinely an 
all-purpose printer adapter. And 
a bit of RAM inside to provide a 
print buffer wouldn’t have gone 
amiss: most low-cost printers 
have only a small buffer 
themselves, and if there’s a lot to | 
be printed it can take a while 
before the Interpod lets you have i 
the Vic or 64 back again. 

Interpod as it stands is a 
well-thought-out product. We 
especially like the helpful 
extras - the CLOSE command 
for IEEE oddities, for instance: 
the way the error channel can 
be read (even though the two 
error status messages are less 
than comprehensive): the 
CONVERT command to switch 
from Commodore’s version of 
ASCn to a conventional one. 

On balance - a good buy if 
you can usefully run Pet 
devices and RS232. Probably a 
good buy if you want only the 
IEEE facilities. Not so great if 
it’s only the RS232 you’re keen 
°n. H j 


Under review: 

Interpod 

Description: 

IEEE/RS232 adapter for Vic or 64 

Supplier 

Oxford Computer Systems 

Hensington Road, Woodstock, 

Oxon OX7 1JR 

0993 812 700 

Summary 

No major limitations - a good buy 
if you have Pet peripherals 


Price: 


£99 











































BLAGGER 



Find the lost tomb deep in the Amazon 
forest. Experience heart-stopping drama.. 
will you ever get there? Every location has 
a full graphic picture. 


Follow the exploits of Roger the Dodger, master burglar, through numerous 
buildings- robbing safe after safe, avoiding the many obstructions and 
alarm systems, watching out for the nasty night watchmen in his search for 
the ultimate loot. Completion of each screen is rewarded by a progression to 
the next level in a seemingly endless pattern of banks, shops and houses. 


A really fast implementation of the 
splendid 'centipede.' Spiders, mushrooms, 
centipedes, snapping scorpions, swooping 
dragonflies, wiggly earwigs and Brian, the 
mushroom poisoning snail. 


Capture the soul of each human intruder as 
he seeks to set free one of the poor bodies 
you've already banished to the limbo of the 
living dead. Watch out for the ghost eating 
bats and snakes lurking in the shadows. 


THE 

OUTSTANDING 
GAME OF 1984 
FOR 

COMMODORE 64 

Alligata presents a superb range 
of software products that are 
designed specially for you. Games 
that cleverly combine full machine 
code and high resolution, full 
colour graphics to create hours of 
fun ana excitement. And utilities 
that have been developed to open 
new doors and help get the best 
from your Commodore 64 micro. If 
it's to be outstanding quality and 
amazing value for money then 
Alligata has to be your choice. 

Send a stamped addressed 
envelope for our full colour 
catalogue which gives details 
of the complete range. 

WRITE OR PHONE 
YOUR ORDERTODAY! 

also available from all 
good software stockists. 


30 individual 
screens to test 
even the most 
skilful of players. 


ALSO AVAILABLE 

C04 SQUASH A FROG £7.95 

Cross a motorway of fast moving 
traffic. Traverse the rapids teeming 
with frog eating snakes, alligators and 
submerging turtles. Can you get him 
home? Or is it just Ugh! Splatt! 

C02 BRANDS £7.95 

Test your skill on the Grand Prix track. 
Accelerating to breathless speeds can 
you overtake? Can you face the 
danger of night driving as the roads 
get narrower? 

C01 BALLOON RESCUE £7.95 

Fuel level low. Time running out. 
Collect fresh fuel to stay in the air or 
plunge to certain agonising death. 

C03 DAMSEL IN DISTRESS £7.95 

Menacing man-eating spiders and 
dreadful apparitions. Weakened by 
poison you must climb the 
battlements and rescue the princess 
who holds your antidote. 



Killer bats in the first wave, a myriad of 
asteroid discs in the second. The third 
wave?!... the faster your reflexes, the more 
deadly the challenge. 
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Despatch is normally made on receipt of order and 
should reach you within 7 days. 






Alligata Software Ltd. 178 West Street, 
Sheffield SI 4ET. Tel: (0742) 755005 


INDICATE PROGRAMS REQUIRED 

C09D C07D C08D C05D C06D C04D C02D CO ID C03D 

I enclose cheque/PO* for £:_Charge my Access/Visa £ + _ 

Card No._Signature_ 

Name__ 

Address__ 


"payable to Superior Systems Ltd., 178 West Street, Sheffield SI 4ET. 
+ allow 75p for post and packaging. 
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-r v Win £1,000 worth of extras! 


Welcome to our biggest ever competition - and to a prize that’s probably the biggest a home computer owner has 
ever had a chance to win! One lucky winner gets one thousand pounds ’ worth of add-ons and extras for a Vic or 64 - 
and it could be you. 

It’s not a technical competition, so even if you don’t know too much about programming you still have a chance of 
winning. And while only one person gets the main prize, there are also 50 runner-up prizes. Start scribbling! 


The main prize: 


Have you ever made a list of all the goodies you would like for your computer if you had the money? Well, we did just that... and the result is our mammoth first 
prize! 

A printer with paper and spare ribbons ... a disk drive with ten disks for it... a word processing package ... a database package ... a spreadsheet 
calculator package ... a dnstcover for the computer ... a lightpen ... a joystick ... the Programmer’s Reference Guide for your computer ... the best of the 
users’ books that have been published independently ... a whole collection of games on cartridge and tapes ... programmer’s aids to simplify programming ... 
colour and graphics editors ... ten blank cassettes ... a Commodore User sweatshirt... and more! 


For the runners up: 


Five Second Prizes of a free subscription, a Commodore User tee-shirt, + 

and a Commodore User binder for your magazines + 


Ten Third prizes of Commodore User sweatshirts 
35 Fourth prizes of Commodore User tee-shirts 


How to enter: 


The £1,000 Competition runs in three parts, and you’ll need correct answers to all three to stand a chance. You will also need the cut-off coupon from the bottom of 
the Competition Page that runs in this issue and the two following issues of Commodore User: all the entries MUST be accompanied by the coupons and the Entry 
Form that we’ll have on the third and last Competition Page in April. So don’t lose this issue! 

Part One appears below. It’s a simple quiz; put your answers on a separate sheet of paper, cut out the coupon, and keep the two items somewhere safe. 
Part Two will be in the March issue; Part Three and the Entry Form appear in April. 

PART ONE:: THE £1,000 QUESTIONS 


What is the name and country of birth of 
Commodore’s heavyweight founder? 

a) What did Don E Felt build in 1884 
using meat skewers, rubber bands, staples 
and a wooden macaroni box? 

b) Approximately when was the abacus in¬ 
vented? 

c) Babbage designed two ‘computers’ - 
which one got built (more or less)? 

What do these acronyms stand for? 
a MOSFET e SID 

b EPROM fVIC 

c DIP g IEEE 

d PET h ADSR 

If you add 1 and 1 together and get 10, 
you’re either lousy at maths or you’ve got 
it right. Why? 

And if 1 and 1 make 1, you’re either lousy 
at maths or you’re using a special form of 
algebra. What’s it called? 

Who designed the Pet? Was it: 
a Steve Jobs d Jack Tramiel 

b Chuck Peddle e none of these 

c Bobby Moore 


7. What was the first thing Commodore 
manufactured? Was it: 

a the Pet d a typewriter 

b an office desk e the Vic 

c a scientific calculator 

8. Can you list three fruity and one nutty com¬ 
puters? 

9. If a computer is described as ‘dedicated’, 
does it: 

a like you very much 
b perform only one task 
c spend a lot of time at Greenham 
Common 

d perform only for one person 
e perform only once 

Commodore has a Vic and 64 manufac¬ 
turing plant in Britain. Where is it? 

If black and blue is 14, what’s blue and 
black? 


10 . 

11 . 

12 . 

13. 


Who wrote ‘Gridrunner’? 

There’s a computer language called Ada. 
Is it... 

a an acronym? If so, what does it 
stand for? 

b named after someone? If so, 
whom? 


14. What are the alternative names of the 
Timex T1000 and T2000? 

15. What does ‘atari’ mean? 

16. How do you put a tick on to a Vic or 64 
screen in direct mode? 

17. Spot the deliberate mistake and solve the 
possible INPUT problem in this clock 
display routine: 

100 INPUT ’’HOURS”: H$ 

110 INPUT ’’MINUTES”: M$ 

120 TI=H$+M$+“00” 

130 PRINT “TIME=”LEFT$(TI$.2):“:": 

MID$(TI$,3,2):“:”:RIGHT$Cn$,2) 

140 GOTO 100 

18. What in theory is the maximum number 
of all types of variables that you can have 
on a Vic or 64? 

19. Which new home computer would you 
expect Captain Kirk or Mr. Spock to use? 

20. Are there any real operating systems in 
the list of names below? If so, which 
one(s) are they? 

a TRSDOS d UCSD b-system 

b DOMES-DOS e Zenix 

c CP/M-140 
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COMMODORE 64 GAMES 
AND UTILITIES 


VIC 20 GAMES AND UTILITIES 


JACKPOT 64 

At last its here, specially written for the 64, by the 
author of “JACKPOT” the ultimate Fruit Machine 
program for the Vic £5.50 

WESTMINSTER 

A game for up to four players, can you lead the 
party of your choice and win the general election. 
You tour the 60 constituencies (seats) buying votes 
when you can (just like the real thing), this must be 
one of the first board-type games specifically written 
for the computer. Why play on your own. Have fun 
with your family and friends playing 
WESTMINSTER £5.50 

RED ALERT 

A game for 1-4 players, with sound and graphics, 
Make money in casinos, commit robbery, hide from 
the police, hire secret agents, (some of whom can 
be treacherous), negotiate for weapons, find and 
attack the secret rocket base tolaunch the missile, 
and watch the havoc and destruction caused. There 
is no turning back from “RED ALERT” £5.50 

WH££LER DEALER 

A game for two to twenty players. Become a tycoon 
of the motor trade; you must obtain gearboxes, tyres 
and engines to produce cars for sale. Form 
syndicates, buy and exchange parts, buy 
dealerships; but be careful, you may become 
bankrupt and have to liquidate. Find out what you’re 
made of; have you got what it takes to become a 
WHEELER DEALER? £5.50 

LUNAR RESCUE 

Our new version: avoid the asteroid belt to rescue 
the stranded scientists, then fight your way back to 
the mother ship; fast reactions are required to safely 
land and dock your lunar module (available now) 

£5.50 

CHIPMON 

Contains a one- or two-pass Assembler, 
Disassembler and Monitor. A programming aid for 
the development of machine code programs and 
routines on the CBM 64 £12.50 

BANK MANAGER 64 

As our Super Bank Manager, but for the 64 £7.50 

Now available on disk with added facilities £10.00 

PURCHASE LEDGER 

Easy to use, single entry, handles 400 invoices per 
month, Gross/Nett purchases, V.A.T. £14.50 

Disk Version £17.00 

SALES LEDGER: As Above £14.50 

£17.50 


JACKPOT 

This is it, the ultimate fruit machine program for the 
Vic, with nudge, hold and re-spin; 100% machine 
code. 

“JACKPOT is a beautifully written simulation giving 
superb graphics, animation and use of sound.” 
—Home Computing Weekly No 20, 19/7/83 £5.50 

KWAZY KWAKS 

Accuracy and speed are required for this shooting 
gallery, superb use of colour and graphics in this 
new and challenging game from the author of 
JACKPOT. 100% machine code, joystick and 
keyboard control. £5.50 

PACMANIA 

Choose your own game from the following options 
— difficulty 1 -3, speed 1 -3, size of maze 1 -3, visible 
or invisible maze, still or moving power pills. Define 
your own key controls, any combination. If this is 
your type of game, then this is the one for you. For 
the 3K expanded VIC only £5.50 

BUGSY 

This is a Minefield with a difference! as you step on 
the stones whilst collecting purple boxes which give 
you both time and points, they disappear from 
beneath your feet. DO NOT DESPAIR! ‘Bugsy’ will 
randomly replace the stones but avoid bumping into 
him or it’s sudden death! An original, compulsive 
and challenging game. Joystick only. £5.50 

MINI-ROULETTE—PONTOON—HI-LO 

Three great games of chance for the VIC. Try to 
beat the computer; hours of fun, full colour, sound 
effects and tunes - £5.50 

SUPER BANK MANAGER — A full feature 
version; any memory size, but needs 3K 
expansion £ 7.50 


Send cheques/POs to 

MR. CHIP SOFTWARE 

Dept CU, 1 Neville Place, 
Llandudno, 

Gwynedd, LL30 3BL. Tel: 0492 
49747 

* —Send large s.a.e. for free colour brochure, including 
RABBIT SOFTWARE at £5.00 


Full documentation with all utility programs 


DEALER ENQUIRIES WELCOME 
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HCM 

Don't suffer the 
indignity of learning 
from others when Dr 


“Tl 

Watson can help you 


o 

teach yourself. His 


5 

courses are a break¬ 
through in computer 
programming for the 






beginner and thenot-so- 
beginner. Learning to 
write programs is now 
entertaining. Gone are 
the turgid manuals 
written for engineers. In 
their place are lively texts 
written by qualified 
computer teachers, with 
games programs as examples. 

Each course contains a step-by-step , 


easy-to-follow text in paperback book 
form, supported by software on cassette. 
The cassette is loaded into your computer 
at the start of the course and provides all 
the major programs described in the text. 

Dr Watson assembly language 

courses are the first real 
ones for beginners. They 
aiHk\ allow you to write 

programs in a manner 
P that is logical and 

easy to read and 
understand. 

They have a computer 
aided learning (CAL) tutor which 
explains binary BCD and hexadecimal. 
The mnemonics used are totally 
uniform throughout and the course is 
interspersed with numerous exercises 



and their solutions. A bonus is that a full 
assembler is included, and remains 
useful long after you have completed the 
course. 

Dr Watson BASIC Courses teach 
you how to write programs in a form as 
near to plain English as possible. Courses 
are based on projects; each one 
gradually in troducing new commands, 
so that by the end of the course you will 
have utilised the full vocabulary of the 
machine's BASIC. 

All the courses come in a library- 
style folder for safe and easy storage. 

And are available from WH Smiths, 
Boots, Menzies and leading 
microcomputer multiples for just 
£14.95. (£11.95 for the CBM 64 Children's 
BASIC Adventure-Part 1.) 


Dr Watson Computer Learning 
Series for Commodore micros 

VIC 20 Beginners Assembly Language 
PET 2/3/4/8000 Beginners Assembly 
Language 

CBM64 Beginners Assembly Language 
*New releases 


*CBM64 Childrens BASIC Adventure - 
Part 1. (For children aged 7- 97!) 

*CBM64 Beginners BASIC (complete with 
‘Honey.Aid’). 

‘Honey.Aid’ is a toolkit/graphics/sound 
utility that adds 28 new commands to your 
CBM64 BASIC. 


Honeyfold Software Limited 

Standfast House 

Bath Place, Barnet, Herts. 

Tel: 01-441 4130 

Before you buy a micro— 

make sure Dr Watson has the course. 






















This is your page: normally we write for you, but here we listen. Feel free to let us know 
what you think - about the magazine, about Commodore, about suppliers, about life, art, 
the meaning of existence or whatever. We don’t print everything we receive, of course; 
but anything that might be of specific relevance or general interest will make it to these 
pages. 

Technical matters get passed to Tommy for eventual emergence on the Tommy’s Tips 
pages. But anything else ends up here. Address your comments, complaints, guenes and 
congratulations to The Editor, Commodore User. 


Write of reply 

Some of your correspondents al- • 
most seem to want C.U. to guide : 
them through life. It cannot be the 
mag’s function to act as a major : 
tutorial: supplying handy tips and 
wrinkles with an insight into techni¬ 
cal matters, yes. 

I bought a computer for mental 
stimulation and proceeding at a * 
genteel pace (it’s a long time since ; 
my school days) worked through ! 
Introduction to Basic - gaining, 
after two volumes, an insight into 
the Black Art. Only the first rung, 
perhaps, with much brain-racking •’ 
along the way; but then that was the ; 
object of the exercise. Machine- : 
code beckons and I’m sure C.U. ■ 
will assist me with this, but I don’t 
expect every facet of it to be pre¬ 
digested. Again specialist courses .’ 
are available as advertised! • 

As for the general contents of the : 
mag, some issues must appeal ' 
more than others according to an ; 
individual’s preference and cur- > 
rent needs. I anticipate every issue : 
- but I don’t expect it to be perfect. : 

As a reply to a correspondent : 
who felt there to be something un- : 
savoury about arcade games, it; 
should be pointed out that interac- :• 
tive simulations demanding quick 
reflexes are considered to be .* 
therapeutic. I can see not vicarious ; 
violence or mayhem by proxy. : 
Let’s appreciate the programmer’s •: 
skill and clever graphic effects. Fi- ;* 
nally, isn’t chess based on warfare? 

L Samson, 19 Kempton Avenue, • 
Hornchurch, Essex. 



Simply Write rewritten? 


I was surprised to read your review 

of Simply Write (November 1983), 

which seemed to find fault with it 

chiefly and repetitively on the 

grounds of lack of disk error mes¬ 

sages. The program has always 

had full disk error signalling, and 
we cannot understand how your 

reviewer has received a copy with- • 
out it. If any reader has also re¬ 
ceived a copy which does not send 
disk error messages, we shall be 
happy to exchange the disk. : 

There are some other oddities in : 
the review, too. It is simply not true 
that “the words wrap around at the 
edge of the screen”. An occasional * 
long word will do so, to make the ; 
best use of limited screen width. : 
The vast majority are moved on to 
the next screen line if they would 
otherwise be split. In the entire ; 
length of this letter, about 100 : 
screen lines, only three words are • 
split on the screen. ’. 

We have not received any re- ; 
ports of inability to send control : 
characters to any type of printer. • 
One of the features of this program : 
is that it can be used so easily with *; 
a wide variety of printers when up- 
grading. To ensure this, control • 
characters are not automatically : 
accompanied by a carriage return •: 
when sent. Perhaps your reviewer ;• 
did not send an accompanying car- !• 
riage return as required by his .* 
Epson printer? We have encoun- • 
tered no difficulty in using the pro- :• 
gram with our Diablo and Epson 
printers. Keys can also be re- 
defined to send any character (we ; 
use the shifted zero as an ESC key). 
Regarding the problem of editing 
control characters, if your re- 
viewer had just looked in the index, :• 
he would have found the entries for : : 
‘Control Characters’ and ‘Editing 
Control Characters’, p24. 

The disk directory can be read 
quite easily, with no loss of pro- 
gram or text, by using the normal :• 
C-.64 Wedge program supplied : : 
with the 1541 disk drive.Details are 


.*• given in the manual, we saw no *Xv 
point in duplicating that facility, as V& 
*; it co-exists happily with Simply 
•: Write, even when using a separate 
Centronics parallel software inter- X$ 
*: face such as the one available from £X; 
•*.* Audiogenics. :$:j: 

In addition, the current Simply 
:• Write for 64 program includes a 
built-in Centronics interface, 

:• which loads with the program. This £X; 
; is less bother than a separate one. X£'. 

We saw this step as helpful rather viv 
•; than necessary as implied by your IvX 
:• reviewer, though. The user of the 
parallel printer will not have been 
: able even to list, etc., unless he al- X*X 

• ready had a separate interface of vX; 

:• some kind. vX* 

In view of the harm that can be 
*• done to a popular program by ad- 

• verse comment, we hope that you X*X 
; will feel able to print these notes. ;Xv 

•: We have a great many happy users :£x 
:• of this low-cost, versatile program. 

; °ne might fairly say that not being vX- 
; at the sharp edge of technology is 
j what it is about. As the name of our 
;• company is intended to suggest, 

*; ease of use is a main consideration. 

; We use ‘Simply Write’ for our own >X* 

• business correspondence as well 

; as documentation. The three-week £X 
: training course apparently needed X£ 

; for some of the more expensive £X 

• offerings gives us little temptation X$ 

: to change, even though we have 

them here for sale. A surprising ;Xv 
number of our users also tell us X*X 
they have a more expensive word ;X;I; 

; processor available but rarely use Xv: 

: I * * * * * * * * * il - xjx 

Brian Tregar, Simple Software, 

15 Havelock Road, Brighton 
BN1 6GL 


Reviewer Chris Durham responds: X*X 

In reply to Simple Software I 
would point out that after closely 
examining the listings of the 
original review copy and their X;X 
current version, I noted a :X£ 
number of changes, some of X*X 



which are additional calls on the 
disk error checking routine. 

I have run the latest version 
and find that it does now have 
full disk error checking. This is 
indeed welcome news and would 
remove all the criticisms relat¬ 
ing to this problem in the article. 

Unfortunately, reviewers do 
not have crystal balls: and we 
can only review the programs as 
they are received. Unless com¬ 
panies tell us of changes, they 
should not complain if we find 
the errors they have already cor¬ 
rected in later versions. 

I agree only long words are 
split, but when I typed my ‘test 
piece’ it contained lots of large 
words. I apologise if I misled by 
not making it clear that only 
some words wraparound. 

Regarding the printer codes, 
Mr Tregar is in error when he 
says the Epson FX-80 printer re¬ 
quires a CR after a control char¬ 
acter. I have tried yet again with 
the latest version of Simply 
Write; some codes work, some 
don’t. And I still get asterisks in¬ 
stead of spaces after redefining 
the keyboard. 

As for editing lines containing 
control codes, mentioning it in 
the manual still doesn’t make it 
any easier to do! 

And on the directory, what 
Simple Software seem to forget is 
that anyone with a 1540 drive 
(with ROM upgrade) will not 
have access to the C-64 Wedge 
program. How do they read the 
directory? 

I applaud the changes made to 
Simply Write ; with a Centronics 
interface and full disk error han¬ 
dling it is now a better buy than 
the version I reviewed... 
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Function keys 


In the October issue of Commo¬ 
dore User, you printed the 
machine-code part of FUNCTION 
KEYS - but not the Basic part! En¬ 
closed is a listing of the Basic. 

There is also an error in the dis¬ 
assembly: by the side of the com¬ 
ment ‘increment indices’ you have 
printed INY INY. This should of 
course by INY INX. Note that the 
strings are stored in the cassette 
buffer, so if you use the cassette 
then the strings will be destroyed: 
and any attempt to use the function 
keys will cause the Vic to crash. 

Both the program and my M-C 
TO DATA program are in my book 
Vic-20 Mindstretchers, published 
by Sigma Technical Press and 
coming out soon. 

Can someone tell me why I can’t 
load Vic programs onto my Com¬ 
modore-64? 


Ian Creasey, 182 Didsbury 
Road, Stockport, Cheshire SK4 
2AA 

: Oops - Basic loader printed here. 

; As for the query about loading 
; Vic programs on to a 64, presum- 
; ably the problems aren’t with 
; RUNningthem; it’s laborious but 
: not impossible to pick out the 
: POKEs and SYS calls that will 
: and won’t work. If the problem is 
j simply that tapes produced on 
: the Vic won’t load on a Vic, it 
j could be a timing problem: we 
; understand the 64 is clocked at 
I 1.1MHz, the Vic at 0.98MHz-and 

• since the clock controls the tape 
; deck pulses, the difference may 
j be too great for the tape handler. 

Solution? Really awkward: 
: about the best we can suggest is 

• that you find a Pet, which is 
; clocked at 1MHz dead. The dif- 
j ference between 0.98 and 1.0 isn’t 
: large enough to cause read prob- 
: lems, so you could load the Vic- 

• generated cassette into a Pet; 
: and since that also applies to the 
: difference between 1.0 and 
; 1.1 MHz, a cassette produced 
I; subsequently on the Pet shpuld 
•; load ok on a 64. 


Will RUN forever 


X-X I have a routine which will recon- 
figurate the Vic so that Basic or 
W; Machine-code programs written 
vX for the 3K or unexpanded Vic can 
be run on the 8K or 16K Vic. 

•xj: Don’t believe me, huh? Readers 

Xv who do read on: the people who 
don’t can go and buy a 3K rampack 
j>$ (only joking). 

>X: The routine is not really mine but 

vX; I discovered that it worked with the 
8K and 16K Vic. The routine was 
from ‘Todd’s Lore’ (All about mem- 
ory) in June 1983. Near the end he 
X;X had a routine which reconfigured 
vX; the Vic so that 3K and Unexpanded 
programs can be run even with the 
;Xv Super Expander in place. So I used 
it with my 16K expanded Vic and it 
vX worked. 

X\; Here’s the routine: 

: : : : : : POKE 648,30: POKE 642,32: SYS 
x£ 64824 

It will work only if you remove all 
:$•: POKE50,51,52...etc. 
j; jx Happy configurating! 

Steven Tam, 127 Brodie 
X$ Avenue, Mossley Hill, 
vX Liverpool LI8 4RG. 


Cross Maltese 


I would first like to congratulate 
you on your article in the Christmas 
issue of Commodore User which 
was nothing short of excellent. To 
my disappointment, however, you 
failed to mention the disease invar¬ 
iably suffered by inhabitants of the 
colonial outposts such as Malta. 

Unfortunately, this disease has 
not yet been named. It is usually 
preceded by a night-long reading 
of Commodore User accompanied 
by very wistful glances at the ad¬ 
vertisements. The first symptom of 
the disease is a rush to the Cus¬ 
toms’ Office, with outward signs re¬ 
sembling those of “Clenched Fist” 
(‘bruising on the side of the hand ... 
patchy hair loss’) on hearing that an 
import licence is required for any 
order above £M25 (about £37.5 
Sterling). The second stage is usu¬ 
ally a spate of frantic phone calls to 
the local Commodore agents, fol¬ 
lowed by a period of depression 
on hearing the usual: “Sorry, noth¬ 
ing in stock yet. Try next week.” 

The victim is often brought close 
to asphyxiation by the words on 
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advertisements which read: “This 
offer applies to UK residents only”. 


Governments and Import 
Agents are warned that a delay of 
longer than three months in deliv¬ 
ering a new computer can be fatal 
to a true-blue buff while the abso¬ 
lute impossibility of buying a com¬ 
puter ‘off the shelf has more than 
once led to a not-too-subdued re¬ 
bellion - for example the release of 
the CBM 64 in Britain while none 
were freely available here (they 
still aren’t!) 


Possible cure: a rapid drop in 
airline fares and a CBM shop at 
Heathrow airport to enable buffs to 
shuttle to and fro as much as possi¬ 
ble! 

May I add that this disease does 
have one positive aspect - it leads 
to very high scorers at all games; 
since most buffs here don’t have 
more than the original two or three 
purchased with the computer! 
Have a wonderfully Orwellian 
1984. 


Rosa Vella-Briffa, Villa Calrose, 
Marina Street, Pieta, Malta 
G.C. 


Poms away 


Your ‘rest of the world’ subscrip¬ 
tion at £32 (about A$64) is almost 
prohibative, seeing I can get Com¬ 
pute airmailed here for A$41. The 
dealer from whom I bought this 
year’s subscription is closing 
down, so I’ll have to subscribe di¬ 
rect with you... 


Bruce W Fairhall, Public 
School, Lindsay Street 18, 
Blayney, 2799 NSW, Australia. 


Look, it’s not our fault - it’s all 
part of the British Post Office’s 
xenophobic desire to prevent 
anyone who isn’t in the supertax 
bracket sending anything out¬ 
side Britain. Like airmail to Au¬ 
stralia costs us a minimum of 
£1.42 per copy, or £16.98 for a 
twelve-issue annual subscrip¬ 
tion. Add that to the UK price of 
£12 and your just short of £29. 
That’s the lightest size of the 
issue we produce. And if we do a 
slightly larger issue, the total 
goes over £32. And the postal 
rates are going up this year - but 
we’ll be committed to servicing 


subscribers at the old rate. 

We could short-circuit all that 
by finding a local agent to whom 
we’d ship in bulk (which is 
cheap, because it’s done as air¬ 
freight and not as mail) for local 
distribution. And we are looking: 
but if there’s anyone out there 
who’s interested, give us a call... 


Restoritis 


Upon reading your article on com¬ 
puter diseases in the December 
Commodore User I noticed an im¬ 
portant exception, namely Re¬ 
storitis (a disease that I was 
afflicted with until I used the treat¬ 
ment suggested). I hope Dr Butter- 
todd will add this to his files and 
continue to diagnose computer 
diseases and help both the buff and 
the novice survive. 

Restoritis: A common disease 
with programmers that write musi¬ 
cal and hi-res (user-defined) pro¬ 
grams. Symptoms are blisters on 
the left hand thumb and jarred right 
hand fingers. Possible cures are 
purchase of the Super-Expander or 
Programmer’s Aid cartridges; 


these enable the programmer to 
define the function keys eg. KEY2 
“POKE36876,0” 


Simon Rees, 5 Sladesbrook 
Close, Bradford-on-Avon, 
Wiltshire BA15 1TD 


Dr Buttertodd writes: A most in¬ 
teresting malady, and once again 
a most effective demonstration 
of the efficacy of applying quan¬ 
tities of pound notes to the prob¬ 
lem site. 


Write on 


I think it is a good idea if you pub¬ 
lished a section in your magazine 
where people could send in their 
names and addresses who would 
like ‘pen-friends’ with Vic-20’s. 

They could swap information 
and programs or even talk to each 
other through acoustic couplers. 

Don’t you think that this is a good 
idea? If you decide to print it, 
please put my name down. 

M. Hinks, 4 Chilton Drive, 
Higham, Rochester, Kent, ME3 
7BW. 

OK, we’ll do it. Any entrants for 
a ‘Pen Pals’ column? 
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STAY FRIDAY TO SUNDAY at one 

of Worcestershire's finest Hotels 
and learn "Basic" on Commodore 
64s. All rooms have bath, colour 
TV, etc. 14 hours of instruction 
from a qualified lecturer, maximum 
of 20 people on each course. 10 
computers. Cost £65.00 fully 
inclusive. Write for brochure to: 
Gainsborough House Hotel, 
Bewdley Hill, Kidderminster. 

Tel: 0562 754041. 


Unexpanded Vic 20. "Invader 
Numbers”. Teaches children 2- 
6, numerical keys, counting, 
addition, subtraction. + 
Expander, analogue clock. 
Both inc p&p £5.00. S Belshaw, 
11 Station Road, Lundwood, 
Barnsley S71 5LA. 


Commodore User is published twelve times a year by the Paradox 
Group, The Metropolitan, Enfield Road, London NT 5AZ 
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Telephone 0732-351216 

Annual subscription (UK) £12.00, (Eire) SIRL17.00, (EUROPE) £18.00, (REST 
OF WORLD) 32.00. 

Cheques and postal orders should be made available to Vic 

Computing Ltd. 

Printed by Garrod & Lofthouse Ltd, Crawley; Phototypesetting by 
Cariinpoint Ltd, london WC2 and PDG Ltd London N10; Reproduction by 
Elan Litho Ltd, London EC2. Distributed by Associated Newspapers, 
material is accepted on an ‘all rights’ basis unless otherwise agreed. 
Enclose SAE if you want the return of original manuscripts and 
photographs. 

All material ©copyright Commodore User 1984 and contributors. No part of this 
issue may be reproduced in any form without the prior consent in writing of the 
publjsher, other than short excerpts quoted for the purposes of review and duty 
credited. The publishers do not necessarily agree with the views expressed by 
contributors and assume no responsibility for errors in reproduction or 
interpretation in the subject matter of this magazine or any results arisinq 

4- K tcs -f rw 


CLASSIFIED ORDER FORM 

Sections (tick one only): 

Sales □ Wants □ User Groups □ Penpals □ Miscellaneous 
Insertions (tick one only): □ 1 □ 2 □ 3 

Starting with: 


Next issue 0 Issue dated |~T FTT'I II II I 

Text of advertisement (30 words free - first word will be bold) 



FREE ADS 

The lack of a classified ad section in Commodore 
User is an obvious omission. So we’re going to start a 
regular Classified page - and for the average reader 
it will be entirely FREE! _ 


How to use the classified Ad section: 


First tick the box under which you want your ad to 
appear: indicate how many times you want it to 
appear (up to three): then write your ad, using one 
word per box. The first word will be printed in bold 
type. 

If you want an ad in one of the FREE sections, you 
can have up to 30 words - though they’ll have to 
include your name and address. 


When it stops being free: 


If you want more than 30 words, each additional 
word will cost you 7p per insertion. 

If you want a box number - that is, we collect the 
replies and forward them to you - that will cost you 
£5. Don’t bother to include the Box No. as part of 
your ad: just tick the ‘Box No’ box. _ 


When it’s not free at all: 


Only individuals or user groups can have a FREE ad: 
if you’re a company or some other profit-making 
operation, contact the Ad Department for rates (01- 
241 2417). 


Do you require a box number (price £5)? 
Your Name:_ 

Address: 


Yes □ 


No □ 


That also applies if you have a product of your own 
to sell. 


How to pay: 


Cash with the order form, please, otherwise your ad 
won’t go in. 






CLASSIFIED ADS 

Commodore User 

The Metropolitan 

Enfield Road 

London N1 5AZ 

Phone: 

Total enclosed (if any): 











































































...THE YEAR OF THE GAME LORDS. 
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STACK COMPUTER SERVICES LTD. 290—298 Derby Road, Bootle, Merseyside L20 8LN. 
(24 HRS) Telephone 051-933 5511, Telex 627026 (Stack G). 

Please supply. LIGHTPENS for the 

BBC | | Atari ] 1 VIC-20 1 | Commodore 64 1 j at £25.00 each £ 

and the following Software titles at £5.00 each £. 


LK5HTPEN+ 


.Add VAT at 15% £ 

I enclose a cheque/PO for £_ total £ 

Please charge£.to my credit card (specify card). 

Card No.Name. 


Access, 

Barclaycard Visa, 
American Express 
Diners. 
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A new age has dawned 

with the 

STUCK 


It's a new, easier way to creative software 
and it's fan too! The Stack Light Pen means 
freedom from the old labours of the 
keyboard and a new software style for the 
future. 

Using the Light Pen means you can create programs, 
including games, with that extra dimension...control, 
at the touch of the pen. With your Light Pen you can 
remove words or images from the screen or put them 
back onto it, or simply move them about the screen. 
You can even trigger off a series of actions on screen, 
stopping them at will... with the touch of the Light Pen! 
Already COMMODORE 

Av£. M « yiv, 

And it’s so easy to use...simply hold it against the 
screen, touch the contacts and away you go! 


LIGHTPEN SOFTWARE 

We’ve already created software for you to use 
with your Stack Light Pen... 

DRAUGHTS, GO, LIFE, CROSSWORD TWISTER, SIMON, 
OTHELLO, SEEK & DESTROY, SHUFFLER, LOST IN THE 
LABYRINTH and there’s more on the way!! 

STACK LIGHT PENS and SOFTWARE are available from your 
LOCAL DEALER or direct from: 















































